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Editorial 


» n working on our Best of ‘97 feature, an interesting observation arose that 
deserves a bit of exploration. If you haven't read through the feature yet, do so 
now and then come back and read this. 


OK, ready now? 


What | want to know is, why did so few third-party N64 games get awards? 
Obviously the direct answer is “because we didn’t VOTE for them,” but there's 
more to it than just that. We didn’t vote for them because, for the most part, they 
just didn’t deserve special mention. | mean, how many third-party games last 
year were up to par with the standard of quality set by Nintendo in (most of) 
_ their first- and second-party releases? Not many. Now of course, Nintendo Is one 
of the best and most talented game developers in the world, but even still—in 
the past that never prohibited third parties from releasing absolutely stellar 
" games of their own every now and then. Remember Final Fantasy Il & III? 

- Remember ActRaiser? Remember Contra Ill and Castlevania IV? Many of these 
games were as good as, if not better than, the games brought to us by Nintendo, 
and there were a ton more along the same levels of quality. 


| Unfortunately, it seems as if those golden days are now gone, or at least on 
temporary hiatus. Of course there are still some very good third-party games (Turok, the 
EA Sports games, ISS 64, etc.), and I’m not doubting that more will come (this year in par- 
ticular is already looking better than last year), but the standards sure seem to have 
dropped lately. A lot of the big-name third parties haven't even officially signed on to the 
N64 yet (most notably Capcom and Square, though at least sources close to Capcom say 
games may be unveiled as soon as March or April in Japan), and the ones that have aren't 
doing much worth shouting about. Konami's probably the best of the lot right now, but 
even they aren't as invincible as | once thought they were (Nagano Winter Olympics and 
NBA ITZ ‘98 aren't even worth renting, much to my dismay). Then you've got the compa- 
nies who are throwing anything they can on the market just to try to capitalize on the N64 
software sales boom and rake in some quick bucks. | won't mention the names of these 
companies, but I’m sure you (as well as the companies themselves) know who they are. 


Right about now you're probably thinking, “Gee, for an editor of a Nintendo mag, this 
guy sure is being overly negative about things...” Well, yes | am, but not without good rea- 
son. | have no ill will toward any of these companies or their products, but as a gamer | 
can’t sit here and say that I’m not disappointed right now with my N64, because I'd be flat 
out lying. What's with the blurry graphics on a lot of games? Why the crappy music? (What 
happened to CD-quality sound? Most Super NES games sound better than a lot of the stuff 
I'm hearing on my N64.) Why is the N64 still flopping in Japan? Out here Nintendo Is 
doing a FANTASTIC job with the system, and even if they were the only company making 
games for it, I'd still have one sitting in my entertainment center at home, but it really bites 
that over 90 percent of the games in my personal collection (which I, just like you, went 
out and purchased) are first- and second-party games only, while my favorite third par- 
ties both here and in Japan are making most of their best games on the “other” systems. 


So what's the point here? It’s essential that third-party companies start ramping up 
development and taking more time to ensure higher-quality products than what they've 
been throwing at us in the last year or two. So far 1998 is off to a decent start (Snowboard 
Kids and Mystical Ninja are the next two third-party games on my personal “to buy” list, 
and | can’t wait for Turok 2), but I’m not going to be satisfied until we start seeing more 
great third-party games and less shelf fodder. Nintendo’s done their job and will continue 
to do so (almost all of Nintendo’s games slated for ‘98 are going to end up in my home), 
but it’s going to take more than the captain alone to steer this ship. More variety would 
be nice (enough with all the racers—let’s get some RPGs, more sports titles and a couple 
of GOOD fighting games to broaden things up a bit), and perhaps some more creative use 
of the N64 hardware would help (let's not forget about 2D, but at the same time don't get 
too comfy with the 3D stuff we’re seeing now-—it’s still got a long way to go). 


Thanks for reading, and I’d appreciate any feedback you might have on this, whether 
you're a reader or a developer yourself. You can reach me at john_ricciardi@zd.com. 


John Ricciardi 
Editor In Chief 
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VIDEO GAMES 


The Best of '97 Awards 


We took each and every N64 game released in 1997 
and put ‘em to the test one more time in order to 
come up with our favorite picks of the year. Wanna 
know what won Game of the Year? Head to page 14! 


All the Latest Games Reviewed! 


Once again John and Kraig go to bat with all of the 
latest Nintendo 64 games on the market. This time 
around there are some surprise winners and some 
real losers, so be sure to check it all out on page 22! 


Special: Zelda 64 Revealed! 


The hottest game ever gets the blowout treatment 

right here in the pages of this very mag! Get all the 
latest hands-on info on Zelda 64 straight from the 

Nintendo Space World Show in Japan. 


Yoshi's Story Strategy Guide 


Nintendo's charming 2 1/2D side-scroller has arrived, 
and we've got a complete guide to all 24 stages of 
the amazingly cute platformer. If you want to get 

the best ending, this is the place to begin. 


Mystical Ninja Strategy Guide 


Another complete walk-through of one of this 
spring's hottest games. We'll guide you from begin- 
ning to end, clearing up any tough spots and even 
unveiling a few hidden surprises. Fight on, Goemon! 


Tricks and Codes 


Our biggest cheat section ever with nine pages 
loaded with tricks! Featuring the latest on hot new 
games like Snowboard Kids, AeroGauge and more, 
you won't want to miss it! It all starts on page 70. 


Game Previews 


The latest screens and information on over 18 of 
the hottest upcoming games for the Nintendo 64, 
Including 1080° Snowboarding, Quest 64, NFL Blitz, 
Mike Piazza’s StrikeZone, Flying Dragon and more. 


Under Construction 


The most accurate and up-to-date Nintendo 
64 future game release list you'll find. 


You know, Yoshi is a really 
cool character, but when 
he looks this happy, it kinda 
makes you wanna to slap him. 


EGM Player’s Guide 11 


Major League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc. OMLBPA Officially Licensed By Major League Baseball Players Association. 
Nintendo 64, the 3-D "N" logo and Rumble Pak are trademarks of Nintendo of America Inc. ©1996 Nintendo of America Inc. All other trademarks are trademarks of Acclaim Entertainment, Inc. Acclaim is 
a division of Acclaim Entertainment, Inc.® & © 1998 Acclaim Entertainment, Inc. All Rights Reserved. 


ACCLAIM” 
DT) 6 


WWwWw.acclaimsporis.tom 


Ausal 


NINTENDO 


wWWwW.majorleaguebaseball.com 


Larry Walker 
1997 National League MVP 


ALL-STAR 


Hi-Rez Graphics 
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Scouting Reports by Larry Walker, 
1997 NL Home Run King 
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Trade, create, sign or release players 
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NFL Quarterback Club 98 


(Acclaim/Iguana) 


After seeing NFL Quarterba : 
tiful high-resolution graphics . ete 
becomes increasi 
difficult to eebet 
any “normal res” 
sports games in 
quite the same li 
Fortunately, — 
developers are 
learning ways to 
Incorporate hi-res 
graphics into their 
games, and in the 
next year they 
should start 
Popping up 
Quarterback Club ’98 ion e. 


gameplay flaws, it certai 

, ainly had . 

Sive overall graphics aramehee len a 
(3 


Runner-Up: GoldenEye 007 


(Nintendo/Rare) 


Much of the incredi 
. edible at 
ican mosphere portrayed 
| 07 can be attributed ms 
ae graphics. How Rare got so ae iets 
mi packed into this game is beyond - on 
€ not complaining. The snow aut " 


particular are g 
8 Orgeous, an Sasa dt 
IS Impressive, , and the viewing distance 


GoldenEye O07 wintendo/ear 


Let’s face it, s 

, SO far the N6 
=. : 4 hasn’t ex 
: iri a having excellent music. ne “or 
rhein ah Hin es just don’t = 
It. Hopefully that’ll 
~ all ch 
aval ceeding our favorite bates pe ot 
rin tee oa various remixes of the biti 

: Ic from the movies i 

eet of course), we were ne eae " 

In no time. OK, so we weren’t really i 


min’, but still, the music i 
: USIC 
we've heard on the N64 = highest quality 


Runner-Up: Tetrisphere (vintenco/ri20 


Long before Tetris 
at H20 were talkin 
how great it would 
be. Well, it may 
not have topped 
GoldenEye in our 
eyes, but still the 
game’s upbeat 
techno tunes and 
high-quality 
sound brought it 
in just slightly 
under 007 at 
number two. 


phere was released 
, people 
g about the game’s music om 
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Best Sound Ettects 


GoldenEye O07 wintendo/rare 


Are you getting tired of seeing the name 


“GoldenEye 007” yet? Well don’t, we’re only just 


getting started! GoldenEye got the Best Sound 
effects of 97 too. From lasers to rockets to the 
splattering of paint, GoldenEye is loaded with 

super-cool samples and realistic sounds straight 


from the movie. There's nothing like being in the 
middle of a 


four-player 
match with 
automatic 
weapons In a 
room with a 
good amount 
of glass...the 
carnage that 
ensues and 
the noise sur- 
rounding it 
is priceless. 


Runner-Up: Star Fox 64 


(Nintendo/Rare) 


OK, so maybe they took out the “blip blip blip 
dabba” voices from the Super NES original, but 
in all fairness, the “real” voices of Star Fox 64 are 
done very well. The added effect of lasers and 
explosions and screaming pigs careening out of 
the sky adds a nice touch to things too. 


Star Fox b4 (Nintendo/Nintendo) 


One thing we a 

found while working ee 
on this feature is that 
there weren't very 
many especially 
rewarding endings in 
N64 games last year. 
Still, one of the few 
gems was (is) the 
ending to Star Fox 64. 
While a lot of the best 
stuff takes place before 


the actual ending 
and finding that your father is still alive, follow- 


ing him out of the planet’s core, 
itself is very nicely done. The obvious tribute 


to Star Wars didn’t sway our opinion at all, 
we swedl... 


Runner-Up: Diddy Kong Racing 


Since Diddy Kong Racing actually has two 
major adventures, it'll tak 
finally see the ending, but once you get past 
Wizpig a second time, the true celebration 
begins. OK, so perhaps it’s a fairly standard 
ending, but it looks real 
not much else out there! 


(finding and defeating Andross 


etc.), the ending 


e a while before you 


ly cool and heck—there’s 


Best 


boldenEye Ue 


No contest here. GoldenEye 007 broke apart 
from the traditional grab-key-open-door-move- 
on-to-next-key architecture of most first-person 
shooters and made huge strides in gameplay 
advancement, with multiple mission objectives 
for each stage, an excellent story to back it all up 
and very atmospheric, well-balanced gameplay. 
Rare certainly did their homework on this one, 
and we can’t wait to see what they come up with 


~eq Best Multiplayer — 
GoldenEye O07 se 


If there’s any one area that the N64 completely 
dominated last year, it’s the area of multiplayer 
gaming. Even though Mario Kart 64 IS fantastic 
and kept us occupied for weeks when it first 
came out, nothing says four-player lovin 
like GoldenEye 007. We first got a taste of : 
GoldenEye’s awesome four-player madness at E?, 


and as soon as we got the game in our offices, i for the next game they’re working on with the 
that was it—every night, even on deadline, allwe | 007 engine. 
did was play GoldenEye. We still play it now, and : 


for multiplayer fun it CANNOT be beat. —___ Runner-Up: Turok: Dinosaur Hunter 
. a . (Acclaim/|lguana) 
Runner-Up: Mario Kart 64 a ; 


ne While Doom 64 
(Nintendo/Nintendo and especially 


Duke Nukem 64 
were certainly 
Solid games, 
Turok took things 
a step further by 
offering immer- 
Sive environ- 
ments, incredi- 
ble animation 

and excellent 
gameplay. Turok is 
the game that really turned Acclaim’s image 
around, and T2 is going to turn even more heads 
when it hits this summer. 


Mario Kart 64 would've 
easily taken the award this 
year had it not been for | 
GoldenEye’s surprise multi- 
player excellence. MK64 is 
tons of fun with four people, 
both racing and in Battle 
Mode, and is almost as | 
much of a must-have for anyone with (at 
least) three friends as GoldenEye 007 Is. 


Most Original 


Blast Lorps (Nintendo/Rare) 


Everybody loves destroying things. | mean let’s 

face it, if there were no harm to come of it, who 
wouldn’t love to just tear down an 

entire building 
with a flying mech 
robot? OK maybe 
ase that’s a bit off the 
Vie,“ ¢ wall, but in truth 
cageerme” it’s a large part 
of what makes 
Blast Corps so 
much fun. It 
seems like such a 
simple concept, 
but requiring one 
to destroy build- 
ings and other 
obstacles with a variety of vehicles (which range 
from normal to simply outrageous) is just bril- 
liant. Can Rare do no wrong? 


Runner-Up: Diddy Kong Racing 
(Rare/Rare) 


Well, this was another lopsided vote (practical- 
ly everyone agreed Blast Corps was the clear 
winner in this category), but DKR coming In 
second does make sense. After all, Rare did man- 
age to take two completely different genres (3D 
action/adventure and racing) and meld them into 


one. Why didn’t someone think of this sooner: 


International Superstar Soccer 64 


(Konami/Konami) 


Konami’s soccer 
game is easily one of 
the best sports games 
ever made and really 
makes excellent use 
of the powerful N64 
hardware. The lack of 
official team and player 
licenses (like FIFA) do hurt a teeny bit, but the 
gameplay is just outstanding and the graphics, 
animation and overall presentation are top- 
notch. The Al is superb as well, and there are a 
variety of options and play modes that keep the 
game's replay value high. Oh, and let’s not forget 
the excellent play-by-play announcing. 


Runner-Up: FIFA: Road To World Cup 


(Electronic Arts/EA Canada) 


What? Two soccer games for the Best Sports 
Game category? Believe it or not, yes. While 
Madden 64 edged a close third, we couldn’t help 
but be impressed by the MAJORLY improved FIFA 
RtWC 98. If Madden had the official team license 
and the graphical quality of Say, QB Club ’98 
(which we expect it to in the next version), it very 
well may have taken the award. Hopefully next 
year we'll have more variety to choose from 
(basketball, hockey, baseball, etc.) 


EGM Playe 


Mischief Makers (Nintendo/ Treasure) 
Bomberman b4 (Nintendo/Hudson) 


Another tie! Treasure’s Mischief Makers 
offered up some seriously hardcore gameplay, 


with loads of technique and interesting levels. 
The only problem? It’s too 


short! The same game 


with twice aS many 
stages would’ve been a 


huge hit. On the other 
ee) side of the fence was 
Hudson’s Bomberman 


vi 
His 


(Nintendo/Nintendo) 


Diddy Kong Racing sec) 


cc | This one was a tough ] 
, - a §n one. Diddy Ko l 
tint tl Kart 64 ina st eee 

nee, vat gr he i goes, with a vast sacle 
Henn In, Dut explore as well and tons of ° 
ta ate les and secrets. On the other hand 
i bi ca’ Ss exciting Multiplayer Mode —with 
st er Battle Mode and faster-paced 
me racing —makes DKR’s head-to-h 

OOK sad. In the end it came toa a 


mei but rest assured 
oth are great overall 
racing games, 
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a 
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64, a great 
3D platformer 
that finally breaks ; 
the mold of the 


traditional 2D 


Bomberman games 
and does it with style. A subpar multiplayer 


mode and sometimes unmanageable camera 
angles kept it from taking the whole prize. 


Runner-Up: Chameleon Twist 


(Sunsoft/Japan System Supply) 


curious little gem of a 


Hu 
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Ht 
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i 

MH 


nts of a great 
: large, diverse tracks 


a yo the am € only detrim 
ye | ae ee is the awfully slow start tie = 
fee lonable control, but in ase mee 
4 racers, it definitely stands out. iain 


eA 
Hit Hh i 


Top Gea 
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a racer: Rally has all the eleme 
A * excellent car physics 
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Chameleon Twist is a 
title with only one major flaw —like Mischief 


Makers, it’s just too short. What’s there is a lot of 


fun and the gameplay Is unique and well-bal- 
anced, but unfortunately even novices will blow 
through it in four or five hours. A sequel to this 


one is an absolute must. 
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Fetrisphere wintendo,/riz0 


It’s hard to lose 
when 
Se you have no “43 
nously though, if Tetrisphere iivirarinne 
any 


—- t have 
Tetrisphere is a great given the award at all. 


puzzle game 
with a slightly 
larger learn- 
Ing Curve than 
most and 
some serious- 
ly deep game- 
play that’ ll 
take weeks to 
ow | master. Two- 
player action 
Isn't quite as 
aimee as, Say, 
3 
co NES Tetris Attack, but it’s Still f 
rlety of gameplay modes “ 
things fresh for a while. Very ni 


Runner-Up: NONE 


Runner-up: Th 
: [here 
next year... were no others! Maybe 


Star Fox b4 (Nintendo/Nintendo) 


Oh come on now. Even if there was some 
competition, it’d have to be pretty darn good 
to be better than Star Fox 64. Probably the 
best 3D shooter of all time 
for a console system, 

Star Fox 64 improves 
upon the original in just 
about every way, with 
incredible graphics, fast- 
paced (and fun!) game- 
play, loads of voice and 
interactivity, and several 
different paths to the 


end, each resulting ina 
slightly different story line. The addi- 


tion of an Expert Mode as a reward for 
earning Medals on every stage makes for 


great replayability. 


Runner-Up: NONE 


Runner-up: There were no others! Maybe 
next yea... 
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NONE: OUCH! 


? That’s rr ne. If we 

What’s this? No winner? That's right, none. | 
had to pick one fighting game 
1997 it would probabl | 
but even so, Mace is ha 
award. It’s pretty sad t 
reat fighting games on tne No 
— especially when you consid 
the system’s 3D grapl 
upside, Fighters Destit 
fighters released in 97, 
sli on 1998 games, now afe they: 


Runner-Up: NONE, Double Ouch! 


as our favorite for 
y be Mace: The 
‘ardly deserving of an 

hat there are really no 


he N6q after all this 
er how powerful 


ities are. On the 
ry is better than any of the 
but these awards arent 


Rumble Pak (Nintendo) 


Nintendo’s Rumble Pak didn’t aes hrs would 
be all that exciting at first. Then we 

it. While the need for batteries 

certainly bites, the idea In gener- 

al of adding “force-feedback 

(please take that term 
loosely —you’re not 
gonna fall out of your 
chair or anything) 

is very appeal- 


designed with the | 
Rumble Pak in mind (it 


‘. 
ually seems like a las 
pacer add-in), but in the future, when game 


like Zelda 64 have exclusive uses for eg 
to enhance gameplay, it’s going to beco 


Runner-Up: GameShark interac 


| int 
Let’s face it. Everybody likes to cheat at one pol 


| ‘re one O 
another. But even if your 
peer? ’l|-never-use-a-cheat-code-iIn-my | 
amers, you can stil nak 
Perna halle Like the Game soe 
an let you alter your games 
atte he number of ways, often adding 
replay value to old games that you wou 
normally play anymore, 
and allowing less-skillful 
players to be able 
to conquer their 
favorite games 
regardless of thelr jam 
game-playing Inep- 
titude. Obviously, 


ake good use of a 
+ : nie on the SNES, 


Despite Nintendo’s long-time 
reign of providing the most 
excellent games with the best 
overall gameplay, there’s no two Ways about it— 
1997 was the year of Rare. After getting off toa 
great start with Blast Corps in March, Rare went 
on to deliver two more incredible titles — Our 
1997 Game of the Year, GoldenEye 007 (in 
August), and our runner-up for Game of the Year, 
Diddy Kong Racing in November. If you look 
through this awards feature, Rare’s name is on 
more winners and runners-up than any other 
game developer- including Nintendo. With a new 
game using the GoldenEye engine in the works, 
as well as Banjo-Kazooie, Conker’s Quest, 
Donkey Kong 64 and another “Surprise” title 
which is planned to debut at E>, 1998 may likely 
end up being an even better year for Rare than 
1997 was. We can’t wait to see what’s next! 


Runner-Up: Nintendo 


The year 1997 was a banner year for Nintendo, 
with eight big releases, but only two of them 
came from their EAD group in Japan (Mario Kart 
64 and Star Fox 64). Fortunately 1998 brings with 
it the release of the single most 
anticipated video game of all- 
time, Zelda 64, not to 
mention Yoshi’s Story 
(already available) and 
some much-needed 
Sports games (Griffey 

Jr, NBA Courtside). Still, 
overall nobody did it 
better than Nintendo in 
1997 except for Rare, and 
as you know a large part 
of Rare’s success comes 
from their partnership with Nintendo. 
Between these two companies alone, 1998 
is going to be one exciting year for 
Nintendo 64 owners. 


ame Of The Year 


The Legend of Zelda: 
The Ocarina of Time (Nintendo/Nintendo) 


This was a unanimous vote. It’s Shigeru 
Miyamoto’s biggest game ever. It’s the first 64-Bit 
sequel to Nintendo’s 
second most popu- 
lar franchise of all 
time. It’s the 
largest cartridge 
game the N64 has 
ever seen. Heck — 
It’s ZELDA. Need 
we say more? 


RAREWARE 7 
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ELECTRONIC’ . Official 
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Nintendo 64 Reviews 


How We Rate 


Similar to EGM, our review system involves us 
rating games based on a scale of 1-10, with 10 


being the best possible grade a game can 
receive, and obviously, 1 being the worst. 
To prevent any major inconsistencies 


among the category ratings (Graphics, Sounds, 


Gameplay, Fun Factor and Replay Value), we 


no unwarranted inaccuracies appear between 


this method for as long as we're around. 
As for the reviews themselves, the most 
important thing for you to remember is that 


main objective is to inform you, the reader, 


sending letter bombs and threatening to blow 
up our cars, trash our apartments, kidnap our 


“Finish Him” at the local mall after they heard 
about his MKT review back in Volume 2. 


r OVERALL | | 
us 5 “O° ‘oO 


THE SCORES 10 Spectacular 


5 Average 4 Sub-Par 


OVERALL: The average of the two review 
scores. If a game gets a 9.5 and a 9.0, we 
round up the average, so the Overall score 
would end up being a 9.5. 


GRAPHICS: Pretty much speaks for itself. 
lf a game has great graphics, it gets a high 
score. If it looks like Pong, well...you get the 
idea, right? 


SOUNDS: Sounds are a combination of 
a game's overall soundtrack (the music), 
and its sound effects. How well the two 
integrate is important. 
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place every game and its ratings on a chart so 
that we can compare ratings and make sure that 


any two games on the chart. So far, we think it’s 
worked pretty well, and we'll continue to go by 


these reviews are our OPINIONS, and as you all 
know, everyone is entitled to their own opinion. 
We do play games for a living though, and our 


about the games available for the Nintendo 64 
in a completely honest and unbiased fashion. In 
other words, if we bag on a game that you are 
particularly fond of, we don’t want you to start 


family members and so on. Kraig’s already had 
to spend thousands of dollars on plastic surgery 
after a few razzled Mortal Kombat fans tried to 


9 Excellent 


REVIEWERS 


JOHN 


John’s been going 
absolutely crazy 
with all the work 
these days. From 
trying to keep up 
with EGM dead- 
lines, to hammering out this book ina 
Supremely short amount of time (only two 
weeks!!), to preparing for the next big trade 
show in Japan (Spring Tokyo Game Show 
’98), you’d think he’d be just about ready to 
collapse. Still, he keeps trudging forward, 
knowing that a few short months from now 
it’ll all pay off when he suddenly takes two 
weeks off from work to shell up in his living 
room with the Japanese version of Zelda 64 
and just enough food and water to survive. 


Anyway, moving on—one final important 
matter that we'd like to emphasize is that we 
only review final versions of games as sent to us 
from the game manufacturers. We won't review 
a game early assuming that minor problems will 
be fixed so we can get the reviews in before our 
competition (we're the only ones worth reading 
anyway, right?). If it ain't finished, it ain't getting 
reviewed. Period. Now enjoy the reviews. 


Ratings 


GAMEPLAY FUN FACTOR REPLAY VALUE 


10 10 10 


8 Very Good 6 Decent 
3 Pretty Bad 1 Garbage 


7 Good 
2 Horrible 


GAMEPLAY: The most important factor of 
any game. Great graphics and sounds only 
go so far—it’s a game's gameplay that makes 
the difference. 


FUN FACTOR; Isn't this why video games 
became popular in the first place? They're 
fun! A high Fun Factor is a key element to 
look for in a game. 


REPLAY VALUE: Once you've played a 
game for a good amount of time, does it 
entice you to come back and play again 

later? That's Replay Value. 


KRAIG 


Kraig’s been griping about his N64 a lot 
lately. He’s mad because the system has 
few good sports and fighting games—two 
of the most popular genres out there. He’s 
also disappointed because the N64 con- 
troller simply doesn’t work well with either 
of the aforementioned genres (except 
baseball because of the diamond arranged 
C buttons). If only 

Nintendo would do 

something like they 

did with the Rumble 

Pak, and pack-ina 

new joypad for use 

with these kinds of 

games—then Kraig 

would be satisfied. 


Games Index 


Rampage: World Tour 
Quake 

AeroGauge 

Yoshi’s Story 

Snowboard Kids 

Mystical Ninja Starring Goemon 
NHL Breakaway ’98 
Jeopardy! 

Olympic Hockey Nagano ’98 
NBA In The Zone ’98 

Nagano Winter Olympics ’98 
Fighters Destiny 

Robotron 64 

FIFA: Road to World Cup ’98 
Chameleon Twist 

MK Mythologies: Sub-Zero 


PUBLISHER: MipbwaAy DEVELOPER: SAFFIRE SIZE: 64 MEG PLAYERS: 1-3 PAKS: CONTROLLER, RUMBLE 


Rampage: World Tour 


The Arcade Classic Gets A New 
Makeover And Goes On Tour 


SCORE © 


idway’s arcade follow-up to 
the classic game of total 
destruction has made its way 
to the N64. Rampage: World 
Tour includes several small 
improvements over its PlayStation counterpart 
(most notably the ability to play with three 
people at the same time), and also includes 
Rumble Pak support, for even further enhance- 
ment over the arcade version of the game. 

In case you haven't played Rampage before, 
the main goal of the game is simple: Destroy 
EVERYTHING, and eat to live. Sounds pretty 
simple, doesn’t it? Well, it is. There are three 
characters (well, monsters) you can choose 
from: George, Lizzie and Ralph, each complete 
with four different selectable colors and 
attitudes to boot. 
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There’s only one 
main mode of play in 
Rampage: World 
Tour, but you can 
play it alone or with 
up to two other 
friends just like in the 
arcade. After starting 
out in Peoria, Chicago 
(hey, that’s local!), 
you'll travel to vari- 
ous locations all over 
the world. There are 
more than 100 stages 
in total, and the main 
objective is to clear 
out each area as quickly as possible. After each 
Stage there are minor intermissions (with pretty 
clear voice, believe it or not) that explain how 
well you did. Scoring higher depends on how 
well you do in each of the following categories: 
Property Damage, People, Food, Vehicles and 
Buddy Bashing. The higher your score, the 
more chances at earning free lives you get. 

It’s pretty basic stuff here, folks. Unfortunately, 
there are loads of baddies (or goodies, 


Rampage: World Tour is certainly a step above the classic Rampage 
aesthetically, but the gameplay remains more or less unchanged. 


depending on how you look at things) trying to 
stop you, from the military to other monsters to 
simple grenade-launching homeowners hang- 
ing out of their windows (we all do that every 
now and then, don’t we?). 
Anyway, if you're a fan of classic Rampage 

you're going to be right at home with Rampage: 
WT-—especially if you've got at least two friends. 


1600 BALCH 


Since Rampage: World Tour supports the an 3 ; 2 
Rumble Pak, you can literally feel the «i 


ground shake when you downa building. | —: ° rm 


One of the main differences between 


Rampage: World Tour is a surprisingly fun update to the classic arcade game that 
Starts off a little slow but quickly grows on you until it’s nearly impossible to put 
down. At least that’s how it is with me. Similar to Robotron 64, you just 
sorta zone out with this one and keep playing and playing and playing 
to see how far you can get and how much you can destroy. The game- 
play does get a bit repetitive in the later levels and there’s certainly not 
a whole lotta variety, but for what it is Rampage is definitely worthwhile. 


Although Rampage’s 2D graphics aren’t going to show off the N64’s fancy hardware, 
it is a great update of the classic arcade game. All of the glorious destruction that 
made the original so fun has been keep intact, while also including a few 
welcome additions (bonus levels, new locations, etc). There are plenty 
of levels, but unfortunately the game does get a little repetitious. 
Playing the two- or three-player easily remedies this problem, making 
Rampage one of the best retro-game titles to come in awhile. 


Rampage: World Tour for the Nintendo 64 
and R: WT for the PS is the ability to play 
with three players simultaneously. Carnage! 


eos ee = pas 
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PUBLISHER: Mipway DEVELOPER: Mipway SIZE: 96 Mec PLAYERS: 1-2 PAKS: CONTROLLER, RUMBLE 


Quake 64 


The levels are gloomy. The monsters are scary. The weapons are deadly. 
Midway’s other hit, Doom 64. As you can see from the screens above, ¢ 


follow-up to 
1e N6q is the best-looking console conversion yet. 


Quake 64 is a perfect first-person shooter 


Quak {= fort tl 


The Ultimate Evolution Of Doom Arrives In style On The = 


f you're an N64 owner who's somehow 
missed out on the PC phenomenon that is 
Quake, you’re now in store for what is 
arguably the prettiest version of id’s son- 
of-Doom sensation. The look of Midway’s 
eThe 64 borrows heavily from the PC acceler- 
ated GL incarnation, with lighted textures remi- 
niscent of Quake 2. It all adds up to super- 
smooth single-player Quake that’s much more 
interesting to look at than the standard PC and 
Saturn version, whose bland gray and brown 
textures got old really quick. 

But how does it play? Well, it’s definitely 
Quake. Same enemies. Same weapons. Same 
levels. The Trent Reznor soundtrack, however, 
didn't make the cut (it is Quake on a cartridge, 


No four-player modes? That’s right. Midway 


chose to cut corners in order to get the game 
out on store shelves a few weeks earlier. Too 


bad...it would’ve been worth the wait... 
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after all). Instead Quake 64 growls out the 
same moody background noise that injected 
so much atmosphere into the PlayStation and 
N64 versions of Doom. Gone also Is the 
episodic layout of the PC Quake. Now you 
progress through the game level by level, 
instead of choosing a particular episode at its 
outset. Quake 64 does offer more than 
enough control 
styles, including 
GoldenEye and Turok 
layouts, as well as an 
assign-your-own- 
command-to-each- 
button setup. 

So you're all set 
for single player, but 
what about death- 
matching? Since 
GoldenEye set the standard for buddy-blasting 
thrills, Midway delayed Quake 64’s launch so 
the developers could add some multiplayer 
mayhem. The result: seven huge arenas—six 


The explosions show just how 
nice Quake graphics can be on 
the Nintendo 64. 


from the PC version, one new level— 
for two-player deathmatch frills. 
Midway claims they couldn't add a Four-player 
Mode in time for the game’s release date—too 
bad, considering the DM levels were really 
designed for more than two players. 


Quake 64 doesn’t come close to toppling GoldenEye as the N64’s champ of first- 
person boom-boom, but there’s still no denying that the id-spawned shooter is a well- 
crafted game. Quake 64 also happens to be the most difficult version yet. 

And that’s trouble, since —as in the previous Midway Doom ports—you 

can only save between levels. Expect to replay particularly tough levels 

as many as five times until you can clear ’em. Multiplayer’s disappoint- 

ing though. No four-player? No cooperative play? C’mon, Midway. 


This is a great console conversion of Quake. In fact, it looks almost as good as the 
jazzed-up 3Dfx PC one. But any avid Quaker knows the allure of this game is its mul- 
tiplayer Deathmatches, and sadly, | find Quake 64 lacking in this area. 

Only two players can battle, which wouldn’t be bad if the levels were tai- 

lor made for such few participants. Instead, the few DM levels are too 

large, causing for big lulls in the action while players look for each 

other. Still, those who really like these kinds of games will be satisfied. 


PUBLISHER: ASCII 


eroGauage 


Futuristic Hovercraft 
Racing In The Vein 


Of The 16-Bit SNES 
Classic, F-Zero 


In 1991 (1990 in Japan), it wasn’t 
until just a couple of years ago that 
the whole “futuristic hovercraft rac- 
ing” thing picked up again. Thanks 
largely in part to Psygnosis’ WipeOut for the 
PlayStation, as well as Nintendo’s upcoming 
sequel to F-Zero for the N64, F-Zero X, this 
sub-genre of a genre is bigger than it ever 
was before, and ASCII has (wisely) decided to 
capitalize on it. The result? AeroGauge. 

In AeroGauge, it’s “Aeromachines” that 
you're controlling, vehicles without wheels that 
are equipped with at least one bioreactor and 
that can float in space. Not bad, eh? There are 
several different Aeromachines in all, including 
some that can only be obtained via hidden 
means (wait'll you see the N64 controller 
Ship...neat!). Each machine is rated in terms 
of Acceleration, Maximum Speed, Steering, 
Aero Limit, Shield and Stability. 

There are four courses available at the start 


Y OVERALL 


5-5 


ven though F-Zero was released back 
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DEVELOPER: LOCOMOTIVE SIZE: 64 MEG PLAYERS: 1-2 PAKS: CONTROLLER 
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Imagine the fluid speed of the SNES classic F-Zero, pumped up with 64-Bit graphics. 
AeroGauge is sure pretty to look at, but it lacks a little bit in every other area. 


of the game, but more will open up as you 
progress. Fortunately the game saves all 
records and data right to the cartridge, so 
there’s no need for a Controller Pak (unless you 
want to save Ghost data). While your ship is 
technically flying, you can only go so high off of 
the ground before reaching your craft's limit. 


AeroGauge would’ve been a lot cooler if it didn’t start off so slow and difficult. The 
game doesn’t ever really get that fast, and for a futuristic racer that isn’t confined to 
the ground, I’d expect things to be going pretty darn fast. The graphics are 

nice (watch out for horrendous pop-up though), and the music, while gf 

very 16-Bitty in quality, is pretty good. Some of the later tracks get a 

little crazy though, making even the slightest screw-ups very costly, but 

overall | can’t complain. | just wish the game was more exciting. 


AeroGauge reminds me of a cross between Extreme-G and WipeOut XL, but minus the 
fun. There is very little to do in AeroGauge—there are no weapons, and the only tech- 
nique in the game comes from running over terrain that causes your racer 

to speed up and a clumsy control scheme that allows you to turbo 

boost. The futuristic graphics are passable, but the polygonal pop-up is 

sure to make you run into a wall or two that you didn’t see seconds 

before impact. I’d strongly recommend Extreme-G over this game. 


The higher you go, the more likely you'll be to 
pick up speed though, so it’s wise to try to stay 
high for as much of a course as possible, no 
matter which mode of play you're in (there are 
four: Grand Prix Mode, Single Match Mode, 
Time Attack Mode and Vs. Mode). 

While on the whole AeroGauge may not be 
as exciting overall as the prospect of a 64-Bit 
F-Zero is (and what we've played of that so far 
Is awesome), AeroGauge does hold up as a 
solid racer with a lot of options, inspired track 
design and a very cool aesthetic design. Two- 
player support turns up the heat, and the vari- 
ous modes and options add lots to replayability. 


Two players can compete via split screen. 
It’s much more convenient than playing 
WipeOut on the PS via link cable! 


PUBLISHER: NINTENDO DEVELOPER: NINTENDO SIZE: 128 Mec PLAYERS: 1 PAKS: RUMBLE 


Yoshi's Story 


Mario’s Star Sidekick 
Makes His Return 
In The Sequel To 


Yoshi’s Island 


here’s no two ways about it—Yoshi's 
Story, although 2D (or “2 1/2D” if 
you will) has been one of the most 
anticipated N64 titles since the sys- 
tem’s launch back in 1996. Now, 
almost two years after being first announced, 
Yoshi's Story is finally about to be unleashed on 
the N64-owning public (in fact, it should be 
available by the time you're reading this). 
Yoshi's Story is definitely geared toward a 
younger crowd than Yoshi's Island was. The 
gameplay is more simplistic, the overall game Is 
much shorter and easier, and, well, there’s just 
not as much “game” here as there was the last 
time around. But still, don't be disappointed— 
what IS here is terrific, and with absolutely 


Each world in Yoshi’s Story looks like it 
came straight out of an art book, with 
bright, vivid, often downright strange 
graphics that are a marvel to look at. 
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Old and familiar enemies come back to bother Yoshi in Yoshi’s Story. Only now, with the 
Nintendo 64’s graphical capabilities, they look 10 times more life-like and menacing. 


incredible 2D rendered graphics to boot, Yoshi's 
Story is one of the most unique N64 games yet. 
The story goes something like this: Baby 
Bowser one day decides to steal the Super 
Happy Tree from Yoshi's Island, leaving all of 
the Yoshis there depressed and unhappy. Six 
Yoshis manage to avoid this plague of sadness 
and set forth to spread cheer around the island 
and retrieve their stolen tree from Baby Bowser 
by journeying to his castle and kicking his butt. 
There are six worlds with 24 stages in total in 
YS, but only six of them can be experienced at 
any one time, since you only go to one stage 
per world per game. The object is simple: Find 
30 fruits per stage to move on. The key to 
opening up more stages lies in finding the 
special Hearts that are hidden away in each 
stage (three per stage) of the game. Once you 
beat a particular stage, it becomes playable in 
the Trial Mode, where you can go back and try 


to earn a better score by finding only Melons 
(which are the Yoshis’ favorite fruit) and going 
after only the Shy-Guys that your particular 
Yoshi is fond of. Simple, but fun. 

Yoshi’s Story supports the Rumble Pak, and 
saves your accomplishments right to the cart. 


Reviews 


GRAPHICS 


F OVERALL | 


GAMEPLAY | FUN FACTOR | , 


Yoshi’s Story, unfortunately, turned out to be a big disappointment to me. The game 
is far too easy (you'll beat it in an hour or two, and completely master it in less than 
a couple of days), and it just seems so lacking when compared to its stel- 
lar predecessor on the Super NES (Yoshi’s Island). What is there is real- y 
ly nice (the graphics are phenomenal), but it’s hard not to be left want- 


SOUNDS | 


Sta 


ing more. It’s almost like a tease. If it had the depth and longevity of YI 
but with these graphics and sounds, it would’ve been close to a 10. : 
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After waiting for so long, and being teased by tons of gorgeous screen shots, Yoshi’s 
Story is one of the most disappointing Nintendo 64 games I’ve yet played. It’s not that 
the gameplay is bad—it’s actually very good. The problem is that there | 
just isn’t enough of it, and what’s there is too easily beatable. It’s like ga‘? 
getting a sample of something you want more of, but aren’t allowed to 

have. As a result, Yoshi’s Story is just a glimpse of what could have | 

been. | strongly recommend renting this game, but not buying it. : 


PUBLISHER: ATLus DEVELOPER: AtLus SIZE: 128 Mec PLAYERS: 1-4 PAKS: CONTROLLER, RUMBLE 


Snowboard Kids 


Big Noses, Fast Snowboards 
And Wild Power-Ups 


ith the winter season in full So far. With games 
swing, it’s no surprise that like GoldenEye and 
several N64 snowboarding Mario Kart on that 
games are in the works. From same list, that’s a 
Nintendo’s own 1080 Degrees hefty compliment. 
Snowboarding to Boss Game Studios’ Twisted Snowboard Kids 
Edge Snowboarding, it looks like there'll be features nine differ- 
more than enough realistic snowboarders on ent courses, most of 
the N64 market in the coming months. Atlus, which are on snow— 
perhaps anticipating the big rush, took a differ- but not all, and five 
ent approach to the whole ordeal. Rather than different boarders to 
going for all-out realism and detail, they instead —_ race with. The game- ae 
decided to go with a more arcade-like, Mario play is more action- ae RE Ee | 
Kart-style snowboarding game. What they came __ packed than the usual VESpaTe WHET tie wore “Snawoaand” Implles, mot altar tie game 
Se takes place on actual snow. These snowboards can go anywhere. 
up with was Snowboard Kids. racer, and is similar 
Snowboard Kids is loaded with different play to Mario Kart 64. The 
modes, options and features, and is one of the object is to get across the finish line first, but money. The concept is great, and adds much 
most enjoyable multiplayer games on the N64 like Mario Kart, there are several power-ups to the overall gameplay. Throw in four-player 
you can attain to help you on your way. action, multiple boards to buy, upgrade and 
Earning power-ups Is easy—you simply ride customize, hidden tracks and more and you've 
over them on the course. However, you need a got one of the most well-rounded racing games 
certain amount of money—100 coins per power- __ to hit the Nintendo 64 so far. 
up to be exact—to get them. In order to earn Snowboard Kids not only supports the 
money, you have to pick up coins that are lit- Controller Pak, but the Rumble Pak as well. 


tered throughout the course, and perform tricks 
as often as possible, which'll net you reward 


If you perform a trick at this jump marker, 
near you can earn extra cash. Use the dough to 
| each : buy power-ups or faster snowboards. 
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Naturally, Snowboard Kids’ Four-player 
Mode is loads of fun, even though the game 
doesn’t have as many tracks as Mario Kart 
64 or Diddy Kong Racing. 


Snowboard Kids is a surprisingly fun snowboarding game that has a lot of appeal and 
immense replayability. If you’re looking for real fast downhill action, you’re not going 
to find it here. On the other hand, if you want a snowboarding game with 
great control, very nice course design, several very fun modes of play 
and great Mario Kart-esque gameplay, this is your game. Multiplayer is 
a lot of fun too, and the power-ups are very cool (just like Mario Kart, if | 
youre trailing behind, you’ll get the good stuff). Definitely check it out. 


aA aaa a CRN i ee ST BG 


Don’t dismiss this ultra-fun racer as just another N64 game for the kiddies. 
Snowboard Kids offers a lot of depth, plenty of secrets and the best Multiplayer 
Racing Mode since Mario Kart 64. The necessity to perform tricks for 

money—which in turn buys better snowboards—is a cool, novel idea <_<? 
that adds a lot of replay to the game. And the graphics are extremely 
smooth and fog free. Be warned, though: Just like the Mario gang in 
Kart 64, Snowboard Kids’ racers cheat, so expect some frustration. 
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PUBLISHER: KoNAMI DEVELOPER: KonAMI SIZE: 128 MEG PLAYERS: 1 PAKS: CONTROLLER, RUMBLE (ONLY DURING IMPACT STAGES) 


Mystical Ninja Starring Goemon 


In Mystical Ninja Starring Goemon you can control four different characters over the course of the game. Each has his/her own 
strengths and weaknesses, and each has access to certain special items that only they can use. 


The Popular Super NES Adventure Finally Gets A (Wacky) Sequel 


ack when the Super NES was first to try to Americanize the game as much as 
released, Konami unleashed a they did with the Super NES version and 
sleeper hit adventure game called kept the names of the characters from the 
“The Legend of the Mystical Ninja.” Japanese original (Goemon and Ebisumaru) 
The game starred two wacky intact. In addition to taking place in an entirely 


heraes. Kid Ying and Doctor Yang, and was one — 3D environment, the game takes a slight 
of the coolest early SNES titles to make it to the departure from past games in the series by 


U.S. Unfortunately, it was the only game in the incorporating more of an RPGish feel than 
series to come over here, despite having several ever before. The 
sequels in Japan, including some Game Boy result is a well- 
adaptations and even a PlayStation version. rounded game with 
Now Konami has finally decided to bring the loads of exploration, 
series back to the States in the most graphically —_a hilarious story and Even though it’s the fifth major 
impressive, wacked-out version of them all: lots of diversity. Goemon game in Japan, Mystical 
Mystical Ninja Starring Goemon. Goemon? Throughout your 


Ninja is only the second here. 
Who's he? Well, fortunately Konami decided not —_ journey, you'll meet 


several key people, 


three of which who'll enjoyable N64 games released thus 


join your party— far, and while not a true RPG, will 
Ebisumaru (Dr. Yang); Yae, a sword-wielding certainly appeal to fans of the genre who've 
green-haired babe and Sasuke, a mechanical been thirsting for an RPG since the N64 was 
ninja (who doesn’t work properly at first). released. Just be sure to have a Controller Pak, 
Mystical Ninja is one of the most unique and ‘cause you can’t save your place without one. 
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Each of the four main characters will find or 
develop special items and characteristics 
that help out your team throughout play. 
Ebisumaru can shrink to the size of a shoe! 


Mystical Ninja has its shortcomings, but all in all it’s a very cool game. There’s quite 
a bit of diversity in the gameplay, and the mini-games and Boss battles are a ton of 
fun. The bizarre story and wacky Japanese humor is certainly a nice 

change of pace (the audience laughter just floored me the first ime] xi 
heard it), but the translation could’ve been a little more understandable | 
at points. The towns are a little too big IMO (I got lost quite a few | 
times), but | don’t have any other major complaints. Nice music, too. 


I’ve been waiting awhile for a U.S. sequel to the SNES Mystical Ninja, and I’m glad to 
say that it’s been worth the wait. Presented with an off-beat brand of humor, Mystical 
Ninja never tires because of its quirky attitude and wide range of game- 
play styles. One minute you're exploring a city, the next you have to 
scale a castle. That’s not even mentioning the parts in-between where 
you pilot a giant robot to fight an end-level Boss—you just can’t beat 
that. A great game to pass the time for adventurers waiting for Zelda. 
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PUBLISHER: AccLAIM DEVELOPER: IGUANA WEsT SIZE: 96 MEG PLAYERS: 1-4 PAKS: CONTROLLER, RUMBLE 


Acclaim Presents 
The N64’s First 
Truly Realistic 
Hockey Game 


fter the astonishing success of NFL 
Quarterback Club ‘98, Acclaim is 
now heading over to the ice depart- 
ment to take on pro hockey. While 
NHL Breakaway ’98 may not sport 
the extremely pretty hi-res visuals of QB Club 
‘98, it’s still one of the more graphically impres- 
sive sports games on the Nintendo 64 so far. 
Unlike Gretzky's 3D Hockey and its two 
remarkably similar counterparts (it’s still only 
two, right? We're waiting anxiously for the 
announcement that Sub-Zero’s Fatalities-On-lce 
and Gretzky ‘98 1/3 are on the way next 
month), Breakaway ’98 is more of a simulation- 
style hockey game. That’s not to say that the 
gameplay isn’t fun—the action is still fast-paced 
and the speed is certainly there—but there are 
far more simulation-type aspects in Breakaway 
than in most other hockey games. | mean, 
where else can you earn points during play to 
“upgrade” your team in several key areas? 
Where else can you interview, hire and/or fire 


OVERALL 
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HL Breakaway ‘98 


Breakaway’s dynamic camera angles make the game exciting to play or watch. You can 
even turn on the infamous “glow puck,” complete with streaking high-speed slapshots. 


coaches? And as you'd expect, Breakaway ‘98 
features all of the real NHL teams and players, 
as well. The attention to detail in this one 
definitely shows. 

There are six different modes of play in 
Breakaway ‘98. You've got Exhibition (standard 
practice game), Season (play and/or manage a 


Breakaway may not be perfect, but it’s light-years ahead of the original PlayStation 
version in nearly every aspect. There’s a ton of simulation-style stuff packed in the 
game (a complex coaching system where you can earn points to 
“upgrade” your team is just the beginning), and that’s great and all— 

but my main concern before any of that is the gameplay. Fortunately 

Breakaway is almost there (the PS version wasn’t even close). Good Al, 

great graphics and fun play add up to the best N64 hockey game yet. 


Although it wasn’t very good on the PlayStation, NHL Breakaway ’98 on the N6q is 
much, much better. Whatever this game lacks in realism, it makes up for with good 
gameplay, sharp graphics and original features. The coolest thing about 

the game is that you can hire/fire coaches, upgrade your stadium and 

improve your team by points accumulated from wins. It’s almost like 

some sort of odd sports/RPG hybrid. With neat features like this and 

Breakaway’s fun gameplay, this is the best N64 hockey game so far. 


full season), Playoffs (play the entire playoffs or 
an abbreviated version of them), International 
Playoffs (play a tournament with International 
Teams), Shootout (speaks for itself) and Practice 
(pick a certain number of players and practice 
plays, shots, or whatever you want). 

Obviously there’s a lot to Breakaway ‘98, and 
considering there are no other major hockey 
games planned until Konami's Blades of Steel 
64 later in the year (we can't wait to see how 
that one turns out!), it’d be well worth it for 
hockey fans to give this one a try. 

NHL Breakaway ‘98 supports both the 
Controller Pak and the Rumble Pak. 
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Scored By 
Mat= Sundin 1 
Assisted By 
Tony Amante 1 


While not quite as hi-res as NFL QB Club 
98, Breakaway’s crisp, clean polygonal 
graphics are incredibly well-done. 
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PUBLISHER: GAMETEK DEVELOPER: GAMETEK SIZE: 32 MEG PLAYERS: 1-3 PAKS: RUMBLE 


eopardy! 


Is it possible to screw up a video game version of Jeopardy!? At first, we didn’t think so. Jeopardy! has always been a lot of fun on 
home consoles. But now, GameTek shows that even a simple and fun concept can be executed poorly. 


America’s Favorite Game Of Answers And Questions Hits The N64 


eopardy!’s first showing on the next-gen 
systems isn’t exactly a leap ahead of its 
past Super NES, Genesis and Game Boy 
incarnations. But then it’s a game based 
on a game show—whadya expect? 
Explosions, gunplay and car chases? 
GameTek claims the game packs more than 
4,000 questions (er, answers) in 650 categories. 
And as long as you leave your N64 turned on, 
it'll remember which questions have been 
asked, thus guaranteeing you won't see the 
same questions repeated in a later game. 
Unfortunately, just as in every previous console 
version of Jeopardy!, the game does not use a 
battery back-up or the system’s Controller Pak 
to keep track of question data. Switch off your 


The game is annoyingly strict when it comes 
to correct responses, even if you turn on 
Loose-Spelling. Would the judges be this 
Strict in real-life Jeopardy!? Hmm... 
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system and you're likely to see familiar 
categories and questions pop up in later 
games (bad news, since such repeats make 
the game as fun to play as watching Jeopardy! 
reruns on TV). 

To make answering questions a little easier, 
Jeopardy! includes a spelling-help option that 
attempts to guess at your answer once you 
punch in a few key 
letters. You can also 
turn on a Loose- 
Spelling Mode that 
makes the game 
more forgiving of 
spelling errors— 
perfect for gamers 
whose brains have 
been damaged by 


They can squeeze small FMV 
clips onto a cartridge, but they 
can’t keep track of categories? 


correct (for example, you must enter 


too many Capcom “Garden of Eden” rather than just 
fighters. Even with Loose Spelling enabled, “Eden”). Jeopardy! also offers three difficulty 
however, the game Is extremely picky about levels and such perks as a dead-on rendition of 
answers, which often must be phrased in a the Final Jeopardy! theme and (gasp!) a few 
certain way for them to be recognized as FMV clips of Alex Trebek. 


OVERALL. 


A oAt first, | was all set to give Jeopardy! the standard “this is fun for all ages” review 
that you’d come to expect from any decent game show title. After playing several 
games however, | stumbled upon a variety of annoying problems that 
forced me to lower my score. Problems like repeat categories almost <a——iFaaatl 
every time and extremely lame CPU judgment on many answers that § 
would’ve definitely been OK on the actual TV show. Had they used a 
battery to keep track of categories, my score would be a lot higher. 


The answer is: “A clumsy video game re-creation of a television game show.” The 
question is: “What is Jeopardy!?” Bringing Jeopardy! to a console system has always 
been a difficult task because of the logistics of having to type in answers 

with a control pad. Sometimes it’s tolerable because the game tries to 

ease your pain by forgiving slight misspellings or offering other time- 

saving aids. GameTek’s flawed version of Jeopardy! didn’t have the fore- 

sight to provide any of these, making it a very tedious game to play. 


PUBLISHER: Mipway DEVELOPER: Trey ARcH SIZE: 64 Mec PLAYERS: 1-4 PAKS: CONTROLLER 


Olympic Hockey Nagano ‘98 


Gretzky Retur...No, Wait—This 
Time It’s Olympic Hockey! 


ayne Gretzky's 3D Hockey—err, 
no—Wayne Gretzky's 3D 
Hockey ‘98—no, that’s not it— 
Olympic Hockey Nagano ‘98 
(yes, that’s what it’s being 
called this time!) is Midway’s latest hockey 
game based on the original Wayne Gretzky 
engine, and right off the bat we're going to tell 
you—unless you don’t own either Gretzky 
game, steer clear of this one. 

Why are we being so harsh, you ask? Well, 
because we wouldn't want you plunking down 
money for a game you already own or may 
have played to death already (as we did—the 
FIRST time it was released). Olympic Hockey 
Nagano ‘98 Is nothing more than a repackaged, 
ever-so-slightly touched-up version of Wayne 
Gretzky's 3D Hockey ‘98, with the same sounds, 
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If you read the March EGM, then you know how | feel about this game. If you’ve never 
played any of the Gretzky games before, then | suppose Olympic Hockey is worth 
checking out. After all, the Gretzky games, while not perfect, do provide a 
fun arcade-style hockey experience. However, if you’ve played either 
Gretzky title, | must warn you—stay away from this shameless rehash. 
It’s the SAME GAME. Take either Gretzky, slap an Olympic license on it 
and make little effort to hide the similarities, and here’s what you get. 


Most hockey video games offer NHL and Olympic teams, but Midway saw it fit to 
make a game that only contains the latter. This might be alright if they actually made 
a new game to play, but Nagano Hockey is nothing but a regurgitated 
version of the Wayne Gretzky games that debuted over a year ago. 
Basically, this is an arcade game that tries to act like a simulation. It’s 
not a bad attempt at doing so, but still doesn’t feel like a real hockey 
game. Only get this if you have Olympic fever and don’t own Gretzky. 


the same annoying 
announcer and the 
same graphics. About 
all you'll see different 
here are Olympic 
teams (which 
Should've just been 
packaged in with 
Gretzky 98), Olympic 
logos and some 
different tournament 
options that more 
accurately represent 
this year’s past 
Nagano Olympic 
games. (And if you're 
a fan of Team U.S.A., why would you want to 
try and re-create that disastrous mess anyway? 
It's too bad the women’s team isn't available 
for play...) 

As far as the different play modes are con- 
cerned, you can play a regular exhibition game, 
compete in the Olympics Mode in one of four 
different areas (Arcade, Qualify, Finals and 
Playoffs) or Practice in any of three different 
areas—Offense, Defense and Shooting. The 


If you own any of the Gretzky 3D games 
for the Nintendo 64, then you really have 
no reason to get this hockey game. 


Reviews 
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61,514 


Midway shows they’re not above rehashing an old game engine 
(and abusing an Olympic license) to make a few extra bucks. 


usual assortment of game options and features 
that were found in the Gretzky games are here 
too, but nothing much has changed since the 
last time. Or the time before it. 

We rarely like to bag on ANY game unless it’s 
totally deserving, but again like we said—unless 
you've never played a previous Gretzky game, 
or don't mind only 14 teams—stay far away. 


If you want to play another version of 
Gretzky 3D Hockey with the rosters all 
mixed up for international play, then 


Olympic Hockey Nagano ’98 may be for you. 
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PUBLISHER: KONAMI DEVELOPER: KONAMI 


NBA In The Zone ‘98 


SIZE: 64 MeG PLAYERS: 1-4 PAKS: CONTROLLER, RUMBLE 


NBA In the Zone ’98 is the first basketball simulation for the Nintendo 64 (unless you count Hang Time as a “sim” 


fat chance). 


Thankfully, it’s not the last. This lackluster game won’t be stealing the spotlight from any of the other upcoming basketball sims. 


Konami’s Popular Basketball Franchise Makes Its 64-Bit Debut 


onami’s NBA In The Zone series has 
become quite popular over on the 
PlayStation, so it’s only natural that 
they decided to create a version for 
the Nintendo 64. NBA In The Zone 
‘98 isn’t quite as polished as its PlayStation 
counterpart, but of course they've had three 
years to work on improving that one, while 

the N64 one ts the first N64 basketball game, 
period (not counting NBA Hang Time). 

In The Zone '98 features four main modes of 
play: Exhibition, Playoffs, All-Star and Season. In 
the Playoffs Mode, you can customize the 
length of the playoffs (either start in the First 
Round, the Semis, the Conference Finals or the 
NBA Finals), and you can determine how long 


each series will be (anywhere from one game 
per series to the standard 5-7-7-7 format). The 
Season Mode is customizable as well. You can 
play a 28-, 56- or 82-game season, with the 
option to turn off the trade deadline (if you 
want to) and customize the playoff lengths. 

The usual assortment of options you'd 
expect from a basketball sim are all here— 
Konami didn’t cut 
any corners. There 
are three difficulty 
levels, several cam- 
era angles to choose 
from, all the Rule 
selections you'd 
expect and so on. 
The one noticeable 
thing lacking in the 
actual gameplay is 
icon passing, which should be standard on all 
sports games these days. 

NBA In The Zone '98 isn’t quite the stellar 
product that some of Konami's past sports 


‘(MANUAL CAMERA 
SSBUTTON (ip) (R) j 


The players are large and nicely 
animated, but the blurry court- 
side graphics are annoying. 


games are (like International 
Superstar Soccer 64), but until 
Nintendo's NBA Courtside hits, it’s really the 
only choice for basketball fans. 

ITZ ‘98 supports both the Controller Pak and 
the Rumble Pak. 
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ITZ ’98 may be the first “realistic” basketball game on the N64, but that doesn’t 
change the sorry truth—this game is sorely disappointing. First of all, the graphics 
are UGLY. The players animate nicely, but the courts look awful and the 
crowd looks equally bad (is there a fog settling in?). Gameplay is pretty ¢a—ihhia 
weak as well. There’s practically no defense whatsoever (just Dash and 
Drive for an easy two every time) and the minor stuff (no icon passing, 
poor free-throw system) are unacceptable. | expect more from Konami. 


The In The Zone series has traditionally consisted of pretty good basketball games, 
but this is the first one where that doesn’t hold true. Even if you can get beyond the 
ugly and blurry graphics (that actually gave me a headache), all that’s left 
is a horrible basketball game that plays nothing like the NBA. In fact, 
ITZ’s passing, defense, shooting, dunking and control are all messed up 
in one way or another. | know there are no other N64 basketball 
simulations out there, but | strongly suggest you wait awhile longer. 


PUBLISHER: KONAMI 


DEVELOPER: KONAMI 


SIZE: 96 MEG PLAYERS: 1-4 PAKS: CONTROLLER 


Nagano Winter Olympics ‘98 
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The Nintendo 64 version of Konami’s Nagano Winter teandtes 98 features 12 different events that up to four players can participate 
in. Shown here, from left to right are: Speed Skating, Luge, Ski Jumping and Alpine Skiing. Each event has unique controls. 


Konami's Track & Field Series Packs Up And Heads For magano 


ay back in the early days of 
the NES, Konami released the 
home version of their popular 
Hyper Sports series from 
Japan, Track & Field. The 
popular game drew an NES sequel, as well as 
a PlayStation update nearly 10 years later. Now 
the series (or the evolution of it, anyway) has 
arrived on the Nintendo 64, complete with the 
official Olympics license, not to mention a bit 
of a change-—this time, the events are based 
on Winter events, not Summer. 

Nagano Winter Olympics ‘98 features 12 
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The best thing Nagano ’98 has going for it 
is its gorgeous, almost photorealistic 
graphics. The N64 version looks about 10 
times better than its PlayStation cousin. 


different events, as well as two main modes 
of play: Olympic Mode and Championship 
Mode. In Olympic Mode, you choose the 
event you want to compete in, and you go for 
the Gold Medal. The 12 events are as follows: 
Alpine Skiing (Downhill or Giant Slalom), Ski 
Jumping (K90 or K120 Individual), Snowboard 
(Giant Slalom or Half Pipe), Curling, Luge, 
Bobsleigh, Speed a 
Skating (500 or 1500 gs ™ 7 o.:. 
Meters) and finally, i 
Freestyle Skiing 
(Aerials). Each event 
has its own control 
setup, and each can 
be played by one to 
four players (not 
simultaneously). 

In Championship 
Mode, you compete in seven events toward 
earning a medal that is dependent on your final 
score after finishing all seven events. There’s 
also a Ranking Mode where you can check the 


The all-new Curling event is sort 
of like an Olympic version of 
shuffleboard. Strange indeed. 

: er Sd : 

ISTE iz Lil P}___1_TURN 
Homnnesceacsninusins - — best scores in each event, and an 
Awards Mode where you can view 
the lists of medals won by players in each event. 

Nagano Winter Olympics '98 requires a 
Controller Pak to save your game, and unfortu- 


nately, does not support the Rumble Pak. 


r OVERALL 


| have to admit, | had really high hopes for Nagano ’98. | enjoyed the last game in the 
whole Track & Field/Olympics series (International T&F for the PS), and from what | 
Saw in early screens and video and stuff, this version looked awesome. 

Well, looks aren’t everything. Nagano ’98 has to be one of the most bor- 

ing games l’ve played in quite some time. The whole idea behind these 

games is to make them FUN. The control setups for each event are lame 

and the gameplay will put you to sleep. One big word: disappointing. 


Somewhere along the development of Nagano Winter Olympics, Konami forgot that 
the game was supposed to be fun. Ideally, it would have had fast, furious and fun 
gameplay similar to Track & Field, but unfortunately, any resemblance of 

that landmark game is lost. Each event is either overly technical or it 

lacks interactivity, or worse—both. Often you simply must hit a button 

at the right time and watch the result — how boring. For those who have 

Olympic fever, it might be worth trying, but otherwise, stay away. 


PUBLISHER: OcEAN DEVELOPER: IMAGINEER SIZE: 96 Mec PLAYERS: 1-2 PAKS: CONTROLLER, RUMBLE 


Ocean Unleashes 
The Most Original 
N64 Brawler To Date 


In Fighters Destiny 


ighters Destiny is definitely one of the 
more impressive N64 fighters to come 
along, and it’s one of the most unique 
fighting games in general that’s been 
released for any system. 

The basic structure of Fighters Destiny is 
different than the average fighter. Rather than 
winning by completely obliterating your oppo- 
nent, the idea is to earn points by performing 
various types of moves, combos and throws (or 
what have you). The fighter who scores the tar- 
get amount of points first (the default setting Is 
seven points) wins. You can completely cus- 
tomize the point settings in the game, but the 
defaults award four points for Special Skills, 
three points for Knockdowns and Counters, two 
points for Throws, Locks and Body Attacks, and 
one point for a Ring-Out or Time-Out victory. 
Of course, a Draw equals no points. 

There are several modes of play in Fighters 
Destiny. The main mode is the Vs. Com Mode. 
Here the object is to fight through every 
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lighters Destin 


This is clearly one of the best fighting games on the N64—not a difficult feat considering 
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the competition. It has several unique features that make it stick out from the masses. 


character and defeat the Boss. You can earn 
special moves this way and potentially open up 
hidden characters. The Vs. Battle Mode allows 
two players to fight against each other. The 
Record Attack Mode is very cool: You pick either 
Survival (defeat as many fighters as you can on 
one life bar), Fastest (clear four stages as 


Fighters Destiny is definitely the best fighter available on the N64, but in truth that’s 
really not saying much. When the competition is full of games like War Gods and Dark 
Rift, those bragging rights suddenly don’t seem as valuable. Nevertheless, 

the game is somewhat enjoyable and definitely has a lot of stuff in it to 

keep your interest for a while. In particular | really like the Record 

Attack Mode (Survival is killer) and the Master Challenge Mode. Only 

two attack buttons is weak though, and the control could be tighter. 


Fighters Destiny is a fun mesh of both original and totally uninspired fighting-game 
elements. On the one hand, it packs several innovations, including a point-scoring 
system and the ability to learn new moves when you beat the Boss (oh, 

and | can’t forget the bizarre secret characters, including one kick-ass 

cow). Yet at the same time it suffers from completely unoriginal charac- 

ter design. These generic fighters are the video game equivalent of the 

cheapo action figures you find in toy store dollar bins. 
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quickly as possible) and Rodeo (stay in the ring 
for as long as possible). These offer unique and 
fun challenges that you wouldn't expect from the 
average fighter. Then finally there’s the Master 
Challenge where you fight against Masters to 
earn new skills. If you get stuck with a Joker, 
you'll have to beat him or else lose the chance 
to save any new abilities that you've earned. 
Fighters Destiny also features a Training 
Mode (a very cool one at that) and several 
game configuration options, as well as 
Controller and Rumble Pak support. So far it 
seems as if Fighters Destiny is the most com- 
plete all-around N64 fighter currently available! 
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Whatever you do, do not underestimate the 
bovine threat. Cows can be every bit as 
deadly as you'd imagine them to be. 


PUBLISHER: CRAVE DEV 


ELOPER: PLAYER 1 


Robotron 64 


SIZE: 64 MeG PLAYERS: 1-4 PAKS: CONTROLLER 


The Old-School 
Favorite Makes A 


Surprise Return On 
The Nintendo 64 


ny “old school” gamer knows about 
Robotron. After all, the arcade clas- 
sic was one of the finest games of 
its day. Now, many years later, the 
newest update to the Robotron 
series is here on the N64, and true to the previ- 
ous games in the series, Robotron 64 is loaded 
with twitch action and insane gameplay. 
Developed by Player 1 for Midway, Robotron 
64 almost didn’t make it out. Midway cancelled 
the project when it was nearly finished, and the 
game went on indefinite hold. Fortunately 
Crave Entertainment was wise enough to pick 
up the rights to the title, and they had it fin- 
ished and on sale just in time for the New Year. 
If you're unfamiliar with Robotron, the 
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Different camera angles and new weapons 
breathe new life into an already great 
game. If you liked the original Robotron, 
don’t miss out on this fantastic update. 


- Wavewdt3 > } 


The basic concept hasn’t changed: Shoot everything that gets in your way and get the 
highest score possible. Robotron 64 captures the classic arcade game’s magic. 


premise is simple: You and your gun fight 
through horde after horde of relentless ene- 
mies while trying to save as many humans as 
possible. The Nintendo 64 version of Robotron 
features 200 stages of play, with two Boss 
battles (one at 100, and one at the end), and 
a variety of enemies and power-ups that keep 
things interesting throughout. 

Unfortunately Robotron 64 doesn’t support 
two-player simultaneous play, but there are a 
variety of one-player options available, and if 
you want, you can alternate play between two 
players (hey, it’s better than nothing). There are 
three difficulty levels to choose from, and you 
can change the speed of the game as well (try 
finishing the game on the hardest difficulty at 
the highest speed, tough guy!). Best of all 
though, you can configure your control setup 
in a variety of ways. From the D-pad to the 
Analog Control Stick to the four C buttons, 


there are numerous ways to control your play- 
er—a nice option indeed. And for the hardcore 
purists, you can even use two controllers for 
the ultimate arcade-siyle play experience! 
Robotron 64 doesn’t support the Rumble Pak, 
but you can save your game via Password or 
Controller Pak. Give it a run, it’s a lot of fun! 


“Reviews 
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Robotron 64 is one of the most addictive games to come along in quite some time. 
The action-packed gameplay will definitely appeal to fans of old-school “twitch” 
arcade games (did somebody say Smash TV?), and the variety of control 

setups is nice. The graphics are nothing to write home about, but the ,—— 
music is really good (fast-paced, adrenaline-pumping techno). The only § JOHN 
problem | have with Robotron 64 is the lack of two-player simultaneous | 

play, but the game’s 200 stages (yes, 200!) more than make up for it. 


Basically, you either like Robotron or you don’t. The gameplay is so pure and simple 
that you'll quickly know if it’s your sort of game. Fast-paced action and quick reflexes 
are the two qualities needed to excel at this frantic shooter and the four- 

buttons on the right of the N64 controller make things very easy tocon- g 

trol (eight-directional firing while running). There’s plenty of levels, hid- § 

den bonuses and new enemies to keep the game interesting despite its | 

simplicity. Fans of the classic arcade game will no doubt have a blast. 
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PUBLISHER: ELECTRONIC ARTS 


DEVELOPER: EA CANADA 


SIZE:96 Mec PLAYERS:1-4 PAKS: CONTROLLER 


FIFA: Road to World Cup 98 


EA Rebounds Off Of The Cruddy 
FIFA 64 And Scores Big-Time 


yp OMing off of the highly disappointing 
~ FIFA Soccer 64, EA Sports returns 
with an all-new FIFA game that runs 
circles around its predecessor in just 
about every way. FIFA fans who had 
just about given up hope can breathe easy—the 
classic series is back and in prime form! 

FIFA: Road to World Cup 98 features the 
license to World Cup 98, one of the biggest 
soccer events of the year. With 172 international 
teams as well as 16 stadiums and, of course, 
the FIFA license, FIFA: RtWC 98 is easily the 
most in-depth of all of the soccer games cur- 
rently available (on any system, not just the 
N64). After choosing your team, you can enter 
the Qualifying Round and move on from there, 
to the First Round and Final Round tourna- 
ments, in hopes of winning the World Cup. 
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In addition to the 
World Cup Mode, 
you can play an exhi- 
bition game (Friendly 
Mode), participate in 
a League, practice in 
Training Mode or 
organize a Penalty 
Kick Shootout 
between two teams 
of five players each. 

FIFA: RtWC features 
gorgeous polygonal 
graphics with much 
improved animation 
and extremely high 
detail. The sound presentation is amazing too, 
especially considering the limitations of the car- 
tridge format. The crowds are done very well, 
you've got play-by-play that runs throughout 
(and Is also done well), and even a full song at 
the opening of the game. Not bad. But it’s not 
all flash—there’s plenty here for the hardcore 
soccer fans as well. You can have full control 
over team management if you like, and you can 
even edit teams and players to your liking. Each 


Nighttime games look particularly sharp. 
You can see all the nice lighting and shad- 
ow effects on the screen shot to the left. 


What a difference a few months can make! Besides Konami’s ISS64 (which is still the 
king, though by not nearly as big a margin now), FIFA RtWC 98 is the best soccer 
game I’ve played. The game controls really nicely, the graphics are awe- 

some (the frame rate could’ve been a little better, but it’s hardly bad), 

and the play-by-play is excellent. Where the game really shines though 

is in 4P Mode—it’s just TOO much fun. Indoor Soccer is a blast too. My 

only gripe is that the goalie Al can get flaky at times. A great sequel. 


The first N64 FIFA wasn’t very good, but FIFA: RtWC is a huge improvement. Just 
about every imaginable feature that any soccer fan could want is included in EA’s soc- 
cer game and the gameplay is fun and realistic. Graphically, the game is 

pretty good: Variable weather conditions affect the look of the playing 

field, there are tons of motion-captured animations, and the players are 

very detailed. On the other hand, the frame rate still needs some refine- 


ment. Overall, the game is very good, just not quite yet at |SS64’s level. 
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You can play FIFA: Road to World Cup 98 in several conditions: 
snow, rain, night, day...they all look very impressive on the N64. 


player has detailed statistics too. 

Again, FIFA: RtWC 98 is a major improvement 
over the last N64 FIFA title. While not quite as 
great as ISS64 in terms of gameplay, the overall 
package here is much more complete, and if 
they can improve next time as much as they did 
this time, 1SS64 (and its upcoming sequel) are 
going to be in for a heck of a fight! 


No out-of-bounds and slick surfaces mean 
only one thing: indoor soccer! RtWC 98 lets 
you play the frantic, indoor version of the 
world’s most popular sport. 
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PUBLISHER: SUNSOFT DEVELOPER: JAPAN SYSTEM SupPLy SIZE: 96 MEG PLAYERS: 1-4 PAKS: CONTROLLER, RUMBLE 


Chameleon Twist 


Chameleon Twist may be considered to be somewhat of a “kiddy game,” but its diverse stages, unique gameplay and overall bright, 
vibrant 3D graphics make it a hard game to pass up, even for older folks. Certainly a charming, though short, platformer. 


A Cute 3D Platformer Where Your Tongue Is Your Best Friend 


hameleon Twist is one of the more 
unique N64 games to come around 
in quite some time. The game stars 
a chameleon who gets transformed 
into a two-legged, erm, thing with a 
super-long tongue after following a mysterious 
rabbit down a strange pot in the forest. The 
object of the game is to travel through six 3D 
worlds, using your tongue to get by, in hopes of 
finding the rabbit and making your way home. 
Before beginning play, Chameleon Twist lets 
you partake in a very cool Training Mode that 
teaches you the basics of controlling your 


Each world in Chameleon Twist is themed, 
and the more you play into the game, the 
harder the stages become. By the last stage 
you'll be using all of your moves to get by. 


character while participating in timed events. 
The game even keeps track of your best 
scores and saves them to the cartridge. 
During the main game, you use your tongue 
in a variety of ways to overcome obstacles. 
You can grab onto distant posts and objects to 
pull yourself around, you can use your tongue 
to spring jump higher than normal, and you 
can even use It to 
take in enemies and 
launch them out 7 
A secondary objec- oe 8 
tive in addition to 
completing each 
Stage and defeating 
its Boss is to collect 
special Gold Crowns 


Chameleon Twist’s Bosses are 
varied and interesting, although 
a bit on the easy side. 


Chameleon Twist also features a 


hidden throughout Battle Mode where up to four play- 
each area. If you find a certain amount of ers can duke it out on one of eight stages with 
them per stage, a special bonus area will be either Battle Royal or Time Trial rules. 
available to you once you complete the Chameleon Twist supports the Rumble Pak 
main quest. and saves directly to the cartridge. 
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Chameleon Twist is an entertaining 3D platformer that suffers from one minor (well, 
major) problem: The game is just TOO short. There are only six stages, and you only 
need to go through four of them to get to the final Boss. | managed to go 

through all six stages (and the “special” seventh area) in about six 

hours, which says little for this game’s replayability. But still, what IS 4 


there is good, and the Battle Mode is amusing, if not a bit simplistic. Not 
a Mario 64-killer, but not bad by any means—just short. Give it a try. 


Here we have another N64 game that’s geared more toward kids but is still fun for 
grown-ups —at least while it lasts. Chameleon Twist’s main flaw is that it’s too short. 
There are only six stages (as well as a secret “level”), but you don’t even 

need to play through all of ’em to beat the game. Heck, you can proba- 

bly see everything the game has to offer after less than six or seven 

hours of gameplay. Still, Chameleon Twist does pack plenty of little puz- 

zles that make the game more than just your average Mario 64 clone. 
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PUBLISHER: Mipway DEVELOPER: Mipway SIZE: 96 Mec PLAYERS: 1 PAKS: CONTROLLER, RUMBLE 


Mortal Kombat M les: Sub-Zero 


Midway’s Ice-Cold 
Ninja Steps Into 
The World Of Side- 


Scrolling Action 


ortal Kombat Mythologies: 
Sub-Zero is Midway's first 
crack at revealing the back 
story of one of the MK charac- 
ters in the form of a side- 
scrolling action title. A great concept indeed, 
but certainly not an easy one to pull off. 

So how did Midway do it? MK Mythologies 
takes the fighting basics of Mortal Kombat and 
intertwines them with Final Fight-style side- 
scrolling action and basic platform elements. 
As Sub-Zero you battle your way from stage 


to stage using moves from the MK series and It’s really a great concept: mix in a popular fighting game engine with traditional side- 

building up experience along the way. As you scrolling gameplay. Unfortunately, the result in MKM isn’t what it’s all cracked up to be. 

earn more points, you learn new moves like 

Sub-Zero’s ice attacks and more, adding a bit end of each stage, and some familiar faces FMV sequences from the PlayStation version 

of an RPG element to play. from the Mortal Kombat universe will appear, had to be drastically cut down to still images 
Using a mixture of 3D polygonal backgrounds __ including Scorpion, Raiden and Shang Tsung, with subtitled text, but in the end they still get 

with 2D gameplay, MK Mythologies’ graphics among others. the job done, even if at the same time making 

are sharp. Stages zoom in and out, and various The intriguing story is told through cinemas a great argument for the usefulness of the 

elements come into play that can help or hin- that take place after each stage. Because of CD-ROM format over cartridges. 

der your progress. Boss battles take place at the —_cartridge-size limitations, the impressive full Mortal Kombat Mythologies: Sub-Zero 


supports the N64 Rumble Pak as well as the 
Controller Pak and is a one-player game only. 
Despite some control problems (sorry, we had 
to mention it, even here), it shows a lot of 
promise for potential future episodes in the 
series starring other Mortal Kombat characters, 
if they can just iron out the gameplay kinks. 


MK Mythologies has the coolest premise (playing through a side-scrolling action title 
with a fighting game character), but the execution just doesn’t fly at all. The stage 
graphics can be nice sometimes, but the gameplay is very repetitive 
(there’s not nearly enough variety in the enemies), and the controlis ter- JOHN 
rible. The story is kinda cool, and the (severely hacked) cinemas are 
neat, but that’s about all MKM has to offer. It’s too bad, because with | 4 O 
; # : 
i; 


better control | could’ve liked this game. Oh well, better luck next time. 


SAHARA TURNERS 


MK Mythologies is living proof that the best intentions and ideas don’t mean a thing 

unless they are executed correctly. Combining a side-scrolling adventure and a fight- 

ing game is very cool, but not like this. The game control is absolutely hor- 

rible and stiff, which is something that will make any fighting game lack- y “KRAIG ~ 
luster. | mean, why in the world do you have to hit a button to turn your § 


character around? Aside from the graphics, there isn’t much to like, O 
maybe Midway could give it another shot with a different character. : 


The first power-up you'll earn is, of course, 
your freeze attack. Many of the lesser 
enemies can easily be hit with this power. 
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A SUMMARY OF THE RATINGS GIVEN TO GAMES REVIEWED IN PAST ISSUES 


N64 Reviews At A Glance 


AeroFighters Assault 
AeroGauge 
Automobili Lamborghini 
Blast Corps 
Bomberman 64 
Chameleon Twist 
Clay Fighter 63 1/3 
Cruis'n USA 

Dark Rift 

Diddy Kong Racing 
Doom 64 

Duke Nukem 64 
Extreme-G 

F1 Pole Position 64 


FIFA Road to World Cup 98 
FIFA Soccer 64 

Fighters Destiny 
GoldenEye 007 

Hexen 

International Superstar Soccer 64 
Jeopardy! 

Killer Instinct Gold 

Mace: The Dark Age 
Madden 64 

Mario Kart 64 

Mischief Makers 

MK Mythologies: Sub-Zero 
Mortal Kombat Trilogy 


Multi-Racing Championship 
Mystical Ninja Starring Goemon 
Nagano Winter Olympics ‘98 
NBA Hang Time 

NBA In The Zone ‘98 

NFL Quarterback Club ‘98 
NHL Breakaway ‘98 

Olympic Hockey Nagano ‘98 
PilotWings 64 

Quake 64 

Rampage: World Tour 
Robotron 64 


San Francisco Rush: Extreme Racing 


Snowboard Kids 


Star Fox 64 

Star Wars: Shadows of the Empire 
Super Mario 64 

Tetrisphere 

Top Gear Rally 

Turok: Dinosaur Hunter 

War Gods 

Wave Race 64 

Wayne Gretzky’s 3D Hockey 
Wayne Gretzky's 3D Hockey '98 
WCW vs. NWO: World Tour 
Wheel of Fortune 

Yoshi's Story 
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The vnney N64 | 
ersion of Zelda is finally 

— coming. Will it end up 
be ng the best pied ever? . 
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The Story So Far... 

Much of Zelda 64’s story is still being 
kept under wraps. Apparently, the game 
takes place BEFORE the Super NES 
game, A Link to the Past, making it the 
earliest game in the Zelda timeline. As a 
young member of the Kokiri family, Link 
sets out to receive his guardian fairy at 
his clan’s customary coming-of-age 
ceremony, when he stumbles across an 
injured fairy with a dark message: Don’t 
let the man named Gannondorf gain 
control of the Triforce. 

As the story goes, Ganon is still an 


ordinary man and hasn’t yet become the’ 


evil S.0.B. that you’ve come to know 
and hate in past Zelda games. The goal 
is to prevent him from getting ahold of 
the Triforce and turning into that mon- 
ster, and to successfully achieve that 
goal, Link will have to travel through 
time—a first for the Zelda series. 


The Intro 

The game’s short-but-sweet intro 
sequence (which most likely wasn’t 
finished yet at the show) begins with a 
young Link approaching Hyrule Castle at 
night in the pouring rain (remind you of 
a previous Zelda game?). Suddenly he 
hears a noise and runs off to the side of 
the castle drawbridge to hide. As the 
castle gates swing open, a beautiful 
white horse—ridden by a Hyrulian guard 
and the young Princess Zelda—comes 
galloping out of the castle at full speed, 
as if being chased by someone. After 
they take off, Link walks out to the 
center of the drawbridge to see what 
happened, only to come face to face 
with Zelda’s pursuer, also on horseback. 
As you Can imagine, the pursuer is none 
other than Ganon (err, at this point his 
name is Gannondorf, a mere young 
thief), and as you can also imagine—he 
looks awesome. As Link and Ganon 
glance upon each other for the first time, 
the camera heads off into the stars, 
setting the mood for the long adventure 
that’s about to take place. 


Touring Hyrule 

The version displayed on the Space 
World show floor was about 70 percent 
complete, but it was set up so that you 
could only try certain portions of the 
game through Special “Tours” that were 
selectable on the Main Menu Screen. 
The three Tours, the Hyrule Tour, the 
Dungeon Tour and the Battle Tour, each 
showcased different areas of the game 
and let anxious showgoers get a good 
taste of the variety of different play 
styles in the game without having to 
play through the entire game to see 
them. Before we get into the Tours, 
though, let’s take a look at Zelda 64’s 
control setup. 


The Controls 

Zelda’s control setup has obviously been 
very well thought out. Moving Link around is a 
cinch, thanks to the N64 Controllers Analog 
Control Stick. Movement is similar to Mario 64, 
and while Link may not be able to perform 
Mario’s infamous “Butt Stomp,” his arsenal of 
moves and abilities far surpasses anything the 
stout plumber could even dream of. 

Pressing Start will bring you to a subscreen 
that is broken up into four separate areas, 
each with different info. There’s a Map Screen 
(to show the Field or Dungeon Maps), an Item 
Screen (where you can select your items, as 
well as view which Medals you’ve collected so 
far), an Equip Screen (where you can equip 
Link in four different areas—Sword, Shield, 
Clothes and Boots) and finally a Magic Screen 
that displays the magic spells you’ve collected 
SO far. 

Back at the top of the Main Screen, there 
are icons for each of the main buttons—B, A 
and the bottom three C buttons. The Top C 
button is used for camera control. Indoors, it 
changes to an overhead view that lets you see 
things from above, while outdoors it switches 
you to a first-person view so you can look up, 
down and all around Link. The Left C, Bottom C 
and Right C buttons are each used for items or 
weapons (like Bombs, a Boomerang, your Bow 
& Arrow, etc.). The A button is used for Link’s 
sword (which can be upgraded at least twice 
during play). To unsheathe your sword, you 
press A once. To use it, you’d press A again. To 
put it back, you press B. Of course, there are 
variouS moves you can pull off with your 
sword, like charging it up, doing the old 
Whirling Blade technique and more. You can 
even put away your Shield for a more powerful 
(though harder to handle) Sword later in 
the game that requires two hands to wield. 
Speaking of Link’s Shield, the R button is used 
to controlit, while the L button is used 
for Options (such as bringing up 
the transparent map_ in 
dungeons, etc.). 

Next up is the multifaceted B 
button, whose usage depends 
on the situation you’re in. Above 
the icon on top of the screen is 
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The older Link can ride a 
horse to get around faster. 
If you need a speed burst, 
you can give it a little whip. 


g it’s still a ways off, Mr. 


The young Link (left) will be 
able to use certain items and 
weapons that the older Link 
(below) cannot, and vice versa. 
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Recognize this guy? His 


The Underworld comes to life 

in Zelda 64, with many old and 
new faces alike coming together 
to try to stop Link from finding 
the Triforce. 


some text that changes as B’s function changes. For 
example, if you approach someone, B will be used to 
“Talk” to that person. If you walk up to a treasure 
chest, B will change to “Open.” If you’re just walking 
around and want to search the area, B will let you 
“Check” your surroundings. There are several uses in 
all, and the ease of use makes it much easier to 
become immersed in the game without having to 
worry about which button does what. You’ll be able to 
jump with the B button as well (usually when holding 
down the Z button to maintain a specific camera 
angle), but there will be several cases where the game 
will auto-jump small pits and the like for you, so you 
can concentrate on more important matters. 

Finally there’s the all-important (and completely 
innovative) Z Trigger button. The Z Trigger is used to 
“lock-on” to objects and enemies (and basically any- 
thing in the game you can interact with), so that Link 
can approach it and check it out without you losing 
sight of his surroundings. For example, in battle with 
the 3D viewpoint, it would be very tough to maintain 
a clear view of the action if you’ve got Link jumping 
and ducking, slashing and dodging, etc. without any 
camera control. So, to fix this problem, you simply 
hold down Z to lock on to your enemy so you can 
always see where it is, while still maintaining full 
control over Link. It’s an amazingly simple idea that 
works surprisingly well. Battles are now a treat to 
participate in AND to watch, and you’ll have no prob- 
lem becoming completely immersed in Zelda’s 3D 
world because of this ingenious little addition to the 
control setup. 


Back To The Hyrule Tour 


The first of the three Tours on the demo was the 


you, while your guardian fairy, Navie, will 
lead you toward any important objects or 
locations (like the signpost near Link’s 
house, for example). 

The overworld and river areas (yes, Link 
can swim, too) are merely other places of 
Hyrule to explore. There are huge moun- 
tains, narrow valleys, dark caves—you 
name it, it’s there. In the demo, you could 
explore the town (the game is only going 
to have one main town, similar to Zelda: A 
Link to the Past), which has several differ- 
ent interesting viewpoints, depending on 
what area of the town you're in. 

Then of course there’s the horse scene. 
There wasn’t too much to do in the demo, 
but you could mount Link’s horse and ride 
around the fields near the Castle, jumping 
over small fences and hills and trotting 
around to get used to the control. 


The Dungeon Tour 

The Dungeon Tour allowed you to start 
at one of three dungeon scenarios, each of 
which was a little bit different from the 
other. Like previous Zelda games, there 
are traps and puzzles in the dungeons, 
and there’s a slick map 
system which resides 
at the bottom cor- 
ner of the screen 
that can be to gled / ( 
on and off. There ‘ty 
are huge pits and AR, 
obstacles, Treasure \. 
Chests and keys and, of 
course, as you'll read 
about next—Bosses. 


1 


Hyrule Tour. The Hyrule Tour gave you four locations to 
start from, including Link’s House, the Hyrule overworld, a 
River area and outside the castle —riding Link’s horse. The 
different scenarios took place at different times of the day 
too, showcasing the game’s progressive time feature. . 

When you first exit Link’s house, you'll probably be , 
blown away by the beautiful world that unfolds before | 
your eyes. Local villagers will explain the game’s basics to 


full name is Gannondorf 
Dragmire. Silly name for 
such a powerful foe... 


A Brief History 
Ot Zelda 


The Legend of Zelda series is one of the 
most popular gaming franchises in the his- 
tory of video games. Despite being around 
for over 10 years now, Zelda 64 is only the 
fifth main installment in the series (there 
were also a couple of licensed CD-i horrors 
and a very cool Game & Watch game). 
Here’s a quick look at each of the previous 
four Zelda titles: 
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Inside the towns and houses, the camera 
can be switched to an overhead view, as eee Es 22 The Legend 
shown here. } #2 of Zelda 

® (NES, 1986) 


The Missing Links 

—As you can probably tell from some 
of the screen shots here, you'll play as 
both a young Link and an older Link. This 
ties in to the central plot of the story, 
with the Ocarina of Time. The Ocarina 
will allow Link to travel through time, but 


The red target shown here appears when 
you press the Z Trigger button. This allows 
Link to focus on an object while moving 


about freely. the exact details of how, why and when 
are still a bit cloudy. We do know that a 
place called the Tower of Time plays a GRA SRS, -» NQGEG-* LIES: 
The Battle Tour big part in all of this, and we also know i “a eat rate 
Ahh, the Battle Tour. Certainly the most that the two different Links (young and 
impressive aspect of the Space World old) can wield different weapons, some 
demo by far, the Battle Tour let you try exclusive to their respective forms. 
your hand at three different Boss battles — —The Rumble Pak will be utilized in 
against Ghoma, Dodongo and Stalfos. The some form, although exactly how and how 
Stalfos battle is fairly simple—you fight much is still up in the air. 
against two huge Stalfos Knights in a big —Yes, the Triforce is back, and it’s the _ . : 
room, simply hacking and slashing until all ultimate item. How will it tie in to this Zelda Il: reo ees 
that’s left is you and two piles of bones. already-awesome plot? We’ll just have (NES, ) 
The Ghoma and Dodongo battles, to wait until this summer to find out... 
however, are truly a sight to 
behold. Without spoiling ‘ie : The Legend 
too much, let’s just say the ) , | x of Zelda: 
cinematics before, during ve | a A Link to the Past 


and after the battles are 
incredible, and the actual 
creatures themselves look 
amazing. Clearly, battling in 
Zelda 64 is going to 
be quite a treat—both in 
terms of gameplay and 
visual splendor. 


(Super NES, 1992) 


POA 3) egy 


BOL SC Re tr D! 


Interacting with the locals is 
nothing new to Zelda fans. Now, 
important words and phrases are 


highlighted in red. 


ee ee 


The Legend 
of Zelda: Link’s 
Awakening 


(GB, 1994) 
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The Complete 
Guide To Yoshi's First 


64-Bit Adventure 


Yoshi's Story is finally upon us! Even though the 
game is rather short (24 stages, of which you need 
only play through six to win the game), there are 
plenty of secrets to find, and even the best gamers 
out there are going to have a tough time finding all 
of the hidden Melons on each stage. That is, unless 
they read this guide! We've taken time out of our 
busy schedules (busy, you know—playing games all 
day) to bring you this comprehensive Yoshi's Story 
blowout*, complete with locations of every Heart in 
the game* as well as tips and strategies for finding 
the most hard-to-find Melons on each stage*. 


So what are all the *asterisks* about? Well, this 
strategy is based on the finished Japanese ver- 
sion of Yoshi's Story. We didn't have access to 
a U.S. version in time for the strategy, so some 
things are subject to change, most notably some 
very minor item location changes. Nintendo went 
ahead and moved some items around in the U.S. 
version (not many), and added special coin letters 
that were not in the Japanese version. These letters 
(which appear when grabbing heart fruits after win- 
ning mini-events) will reveal a hidden message if 
you write them all down and put them together. 
Anyway, enough babbling. Enjoy the guide! 
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1. Kill every caterpillar you see 
for an easy Melon from each. 


ee ei aa 1. If you're into coins, sniff 2. Bust through these blocks 
hw : ae around any trees you see that and go Sih eccbills Warp Pot 
oo : look like this one—you’ll usually hidden in the “?” Bubble... 


find something. 3. ...and you’ll find your first 
balance race. Remember you 
need all seven Melons here 
for a perfect 30. 


2. Once you cross that starting 
flag, don’t stop running until you 
reach the finish line for (hopeful- 
ly) seven Melons. There’s an 4. When Yoshi doesn’t smell any- beatae 

elephant you need to stomp at thing in a “?” Block, hit it with HEART 1: A ? Bubb le 
the end so don’t waste any time. an egg. When this guy pops out, ‘ere was holding this red 
stay close to the block and hit switch. Jump on it and... 
him twice in his boo-boo. ...follow the clouds that 


appear up to the Heart. 


3. Free Poochie by stomping on 
his pole twice. Follow him and 
stomp wherever he barks for 
Melons and other goodies. -~_ HEART 2: Stomp the 
ground on this yellow 
pipe amongst the seven- 
legged spiders for the 
next Heart. 


HEART 3: Use this funky 


Bly 


4. Stomp here to make the 
platform appear and jam on the 
“2” Block for another Melon. 


i i 


) 
i 


7 ve cou : gas : § balloon dude to find the 
al \\ . 1 Fj z > ¢ 
a a HEART LF You'll find a ae = a : : — final Heart here. 


fe : 2 the first Heart right 
7 \. ) out in the openas you 
: ) follow Poochie. 


HEART 2: The second 


Heart is just a little ways 
down from the first on 
this upper path. Do a butt 
stomp to make a blue 
platform appear or just 
toss an egg to grab it.A 
White Shy-Guy and two 
Melons are hidden nearby 
to the left (sniff around!). 


HEART 3: The last Heart is 
in this blue block on the 
i Hie, =o lower path after Ms. Warp 
7 7 #3. Break it open with an 
| egg and butt stomp to 


itt create a blue platform by 


ee which you can Snatch it. 


PAGE 1-1 


i 


aie 
He 
H 
? 


ii 


i 
sa 


rn 
HN 
a 
ee 
ee 


Mi 


lati 
i) 


Hi 
} 

Ma 
Hy 


HEART 1: Don’t miss this 
bubble just before the 
first big cliff—it has a red 
switch inside. Go ahead 
and press it and... 


...climb the new red “!” 
Balls and cloud chain to 
reach the first Heart here. 


HEART 2: The second 
Heart is easy enough to 
find here, just be careful 
you don’t get killed 
grabbing it. 


HEART 3: The last Heart 
is way, way up at the 
edge of this cliff. 


ot I- 


1. Poochie never fails. 
Stomp where he is bark- 
ing for a secret Melon. 


2. Stomp the bucket to 
start the balance race. 
After you win the seven 
Melons (you did win 
seven, right?) come back 


and open the “?” Bubble 
for a White Shy-Guy. 


3. Hit this switch and then 
hurry to the right and 
make it alllllllttl the way... 


4. ...£here to grab those 
two Melons on the red 
pipe before time runs out. 
Hit the switch blocks you 
find along the way to 
extend time as you go 
and don’t slow down! 


you make it over there. 


1. Follow the arrows down a hallway to this dead end—three 
Melons appear on the other side! Just don’t forget them once 


2. The umbrella really takes some getting used to. You can 


(and might want to) skip it altogether here and just use your 


hover-jump instead. Watch for some blue blocks on the left 
as you go down—there’s a White Shy-Guy in one. 


3. You'll find a Warp Pot leading to this long jump in a block 
in the second section of this stage. Remember to hold up 
when you hover after a jump for maximum height. 


4. Most of the hidden Melons on this stage are in the clouds 
you find on your way up the air currents. Give ’em the old 


sniff-‘n’-stomp. 


HEART 1: You'll find this 
first Heart on a series of 
red “!” Balls later on in 
the stage. 


HEART 2: The second 


Heart is on this cloud 

in the upper-right corner 
of the egg-bouncing room. 
Keep eating flowers and 
shooting yourself around 
until you find it. 


HEART 3: You should 


see the last Heart on 


your left as you fly up 
on air currents. 
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HEART 1: Lower this bone 
and jump once you grab the 
first Heart. 


HEART 2: This one isn’t as 
hard as it looks. Wait for the 
lava to die down and jump in 
low, grab the Heart, and 


a PAGE )-| ee am ee “a4, hover up onto the bone. 
a : . . HEART 3: The last Heart is easy. 


— >» | | Lower the bone and grab it. 


HEART 1: Poochie marks 
the spot—stomp here for 
the first Heart. 


HEART 2: Hit this switch 
to make the second Heart 
appear on the left. You'll 
only have a few seconds 
before it disappears so 
keep moving. 


HEART 3: Through anoth- 
er pot at the end of the 
level is this bone dragon; 
destroy him and the final 
Heart is yours. 


1 Pace 


1. Don’t smash this block! 
Instead, push it into the goo 

for a Melon. Stomp down the 
goo in the far left for another. 


2. Yep, another “?” Block up 
there. Push it left off that 
ledge and then right into the 
goo for another Melon. 


3. Hey, there’s a Melon in that 
ghost chain! Change direc- 
tions until the Melon is open 
and tongue it. 


4. Stomp here for one espe- 
cially well-hidden Melon. 


5. Push this “?” Block off the 
cliff and follow it all the way 
down. Then push it right and 
into another “?” Block for 
two Melons. 


6. You need to really work for 
this one. Get behind this “?” 
Block and push it right... 


7....and maneuver it down, 
down until you reach some 
goo to push it into fora 
Melon. Whew! 


it to jump here for the first Heart. Stomp for a Melon and go 
back to smash the block for another. 


HEART 2: Explode three eggs close to this slug’s eyes to kill 
him for the second Heart. Take your time—you’ve got all the 
ammo and health you’ll need. 


Follow them up for the final Heart—then smash the blocks 
next to it for a White Shy-Guy (if you need one). 


HEART 1: Push the first “?” Block you see to the right and use 


HEART 3: Stomp at Poochie to make these platforms appear. 
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1. Always sniff “?” 
Blocks before you 
smash them—if you 
don’t get a reaction 
don’t stomp it! Look for 
goo or another block to 
push it into. The other 
block for this one is... 


2....up here. Hit the 
switch and push it 
right until it falls down 
by the first block for 
two Melons. 


3. If you can make it 
across these ghost 
platforms to the upper 
right of this room you’ll 
find a small room witha 
White Shy-Guy. 


4. Smash the lower blue 
stone and push this 
crate to the right and 
into the goo for a Melon. 
Repeat for another crate © 
just below. 


5. Push this block right 
off the edge to connect 
with another for two 
Melons — assuming you 
didn’t prematurely 
smash it. 


6. Get up to the platform 
on the right for a black 
Yoshi Egg. 


HEART 1: Take a 
heli-pad up and 
to the left for this 
room and the 
first Heart. 


HEART 2: Look for 
a couple of red “!” 
Balls in bubbles on 
the waterslide 
portion of the level 
to find the second 
Heart here. 


HEART 3: The last 
Heart is here, just 
above Ms. Warp #4. 


HEART 1: After going way up a: ; Tr eS . 
on the pink platforms you’ll / PAGE j-) . 
find the first Heart here at the 7 ' _ _ 


top in a bubble. 


HEART 2: Head up this pipe... - ee 3 1. Check the tips of these towers 
...and stomp this cloud for Lr e& when you find them for coins and 
Heart numero dos. Stomp the | ~™ = other goodies. 

other clouds here for some - | eines sama 2. Don’t miss this ledge on your 
coins — beware of those bees! | €.4.- <s “—-\ way up—use the flower to propel 
HEART 3° Watch for this : ne a é yourself straight up and quickly 
parachuting switch while you meg OFeak out of the ess at the first 
ride the dragon and hit it with 7 Pay fee ‘ee platform for a White Shy-Guy. 

an egg. A line of clouds will ol. te we # 3.When you reach the first feath- 
appear—follow them to a Warp “~~ er don’t jump on it just yet; 

Pot and... Fr instead head down and to the left 


...some more parachuting for a rare White Yoshi Egg. 


switches and clouds. Be sure | : ) 4. You'll find a Warp Pot that 

to hiteach switch as youclimb —F § }_ leads to a Melon race in the 

up the clouds, grabbing the feather section of this stage —fly 
Melons along the way. At the a =) as Straight as possible for maxi- 
top here is the final Heart, but @ ‘ped mum speed! 

don’t miss the White Shy-Guy —«O eee | S| 5: Hey, an old Yoshi’s Island Boss! 
way back down at the bottom. A @ # Only this time there is no way to 
hurt him, so just avoid him and 
get off his ball as fast as you can. 


6., 7. Boss: One of the tougher 
Bosses in the game, this giant 

ghost is still relatively easy over- 

all. When he disappears, keep an 
eye out for slight distortions in 

the background and try to hit 

them with eggs. Eat the annoying 
birds flying around for more 

ammo if you need it. As always, 
three hits is all it takes. =e | 
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1. These platforms change 

direction each time you 

land on them, so jump only 

when necessary. : : a 

2. A Melon is hidden in the ; es 2 | & « ww 
cloud to the far left of this i | £ ©). 
chain early in the stage. q ee my VES ONAN 


3. Be ready for fruits galore 
when this fleet of flying Shy- 
Guys appear— quickly grab 
some eggs and stomp the 
smaller cloud for a Small 
Heart. 


4., 5. Boss: Well, it’s supposed 
to be a Boss, but in reality 
your average flying Shy-Guy 
poses more of a threat than ‘a = ; ] 
this guy. Wait for him to get : ; 4 HEART 2: You’ll find the next 
close and give him some tem } 4 Heart during your ride ona 
rapid-fire tongue action. \Nediniiiicateieaas” 4 feather—follow the trail of 
Before you know it, he’ll be '4@ coins right to it. 

bite-size. The smaller he gets, 


the quicker he can move, but a HEART 3: Take this spring just 
if your tongue is fast enough, | -—| above the swinging spike ball 


HEART 1: The first Heart is here, 
about halfway up the first sec- 
tion of the level on the right. 


he’ll be dead before he can up and left... 
even make a move. 


...and hover to the final Heart hidden 
right over here. 


HEART 1: Hit the second floating 
“?” Bubble you see toward the start 
of the level on the huge hamster 
wheel for Heart number one. 


HEART 2: This “?” Bubble holds 
the second Heart; clear away the 
blocks and grab it. 


HEART 3: The final Heart is in, you 
guessed it, a “?” Bubble a little bit 
before Ms. Warp #4. Sniff for a 

Melon before the cliff to the right. 


1. Welcome to what | like to call 
“The Hamster Wheel of Death.” 
Basically you want to sit on the 
bottom and run to the right, 
jumping over the holes as they 
come around, but that’s easier 
Said than done. 


2. There’s a Melon hidden in this 
blue block above Yoshi and 4 
red guys in a row to the right 
just begging to be bowled over 
by an egg for another. 


3. This “?” Block will start a race 
using the hamster wheel. 
Concentrate on winning the race 
first—then come back for the 
Melons you'll see along the way. 


4. Don’t miss two Melons here— 


HEART 1: Tongue this red “!” one is at the top of the upper 


Ball just above the first set of 
see-saw platforms to get to 
the first Heart. 


path and the other is just 
right of the arrows where the 
roads reconnect. 


5. This blue block above the 
bananas hides a White Shy- 
Guy—the other blocks have nothing. 


6. If you think these guys were a pain before, at the end of the 
level you have to get past one during the balance race to get all 
your Melons...fun! 


HEART 2: The center blue 
block here contains the 
second Heart. 


HEART 3: This coin arrow is 
pointing at the final Heart — 
use the pelicans to jump up to 
it and to some Melons above 


7. Boss: You might be tempted to aim at this Boss’ giant protruding 
the other coin arrows. 


bellybutton, but his weak spot is actually his lips. Eat some of the 
garbage falling from the sky for eggs if you need them and then 
pop him in his pucker three times and kiss him goodbye. 
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HEART 1: Stand here when 
you eat the flower and shoot 
yourself diagonally up and to 
the right—you’ll fly to the 
pipes at the top of the level, 
grabbing the first Heart on 
the way. 


HEART 2: Just to the left of 
where you should have ended 
up from grabbing the first 
Heart is the next one here. 
Fall down and use another 
flower to shoot up and grab it. 


HEART 1: Residing in this 
“2” Bubble just to the right 
of the first Egg Block of the 
stage is the first Heart. 


HEART 2: Swim down from 
the second Egg Block you 
find (which is located just 
before Ms. Warp #2) and 
you'll spot the second 
Heart right down here. 


HEART 3: When you find 
the second set of blocks to 
push together and the giant 


HEART 3: You can see the last Heart at the bottom of the main | J spitting blue fish is doing his best to hinder your 

section, but you’ll need to go down the green pipe on the left _ ¥& progress (and subsequently annoy the living crap out of 
(there’s a White Shy-Guy in the blue bricks there) and come ___§ you), you’ve found the final Heart. Just make your way up 
back up that blue pipe on the right to grab it. | Jj and grab it. 


HEART 1: Just to the left of 
the blue platforms (which 
must be created with a 
stomp), lies the first Heart. 


HEART 2: Waaaaaay at the tip 
of this mountain is the second 
Heart in a “?” Bubble over on 
the right. 


HEART 3: Kill this plant and 

hover up onto the ball on the 
right after you grab the third 
and final Heart. 
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1. Stomp here for a Melon just 
to the right of Ms. Warp #1. 


2. OK, the most EVIL, nasty 
hidden Melon in the whole 
game. Beneath Ms. Warp #1 
are two light-blue squishy 
guys. Float around in the air 
above the lowest one and a 
Melon will just appear out of 
nowhere! ARGHGH! 


3. You'll find this switch in a 
“2” Bubble—hit it and quick- 
ly stomp on the red squishy 
guy to pass through to three 
Melons before time runs out. 


4. This little grotto is to the 
left of the red switch and 
three Melons. Before you 
head into the pot for a race 
and a White Shy-Guy, stomp 
the platform all by itself to 
the far left for a Melon. 


5. In this last section of the 
level there are quite a few 
Melons you'll have to sniff 
for—the first is here. You 
should stomp for three more 
before Ms. Warp #4. 
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HEART 1: Stomp on these 
red goobers to squish 
"em down and grab the 
first Heart. 


HEART 2: To the right from 
the three switch Melons 

is the second Heart here. 
Stomp the red squishy guy 
and nab it. 


HEART 3: Above a large 
patch of those...uh... 
disturbing plants in a “?” 
Bubble lies the last Heart. 
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1. Stomp here to make these 
platforms appear. Break the 


1. Up ared pipe about halfway blue block to the right with an 

through the first section is this egg and push the two blocks 

little oasis. Not really important, together for Melons—and 

but a nice refueling point com- don’t forget to stomp where 

plete with Ms. Warp #2. Poochie is barking. 

2. Avoid the giant watersnake 2. Hit the switch block with an 

and grab all the coins and eat all egg and grab all the coins that 

the fish in this small section for appear by walking slowly past 

four more Melons. the beehive. Keep your head up HEART: Head down 

3. Up another pipe, just after the for a White Shy-Guy bubble this yellow pipe... 

third Heart, is this long jump. halfway through. 

You’ll have to bounce off these 3. Down the green pipe by the ..and wait for a giant 

enemies to make it all the way to second Heart is this little cave. fish army to show up 

the seven Melon marker. Look for Stomp to the right of Ms. Warp with seven Melons. Once 

a White Shy-Guy by the Exit Pot. #2 there for a switch to reveal you eat all of the fish the 
two Melons. first Heart will appear. 

4. In the last leg of the level 

you'll come out of a pipe here— 4. In the last leg of the level you | HEART 2: After the sec- 

get ready cause here comes a will find this balance race—it’s ond octopus you should 

full squadron of flying Shy- tough because you have to be see this Heart at the bot- 

Guys—two with Melons! Make moving slow enough to get past tom of your screen. Swim 

sure you get them the first time the bees. around and grab it along 


with three new Melons. 


HEART 3: The “?” Bub- 
ble just after the beehive 
contains the last Heart. 
Hit the hive with an egg 
and you'll get a Melon. 


Ph 


*cause they don’t come back! 


HEART 1: Head down here 


to the right where your 
path first splits and you’ll 
soon find the first Heart. 


HEART 2: After you start 
swimming downward, 
check to the left for the 
second Heart here. 


HEART 3: Go down the 


first chance you have after 
the giant watersnake area 
and you’ll find the final 

Heart resting here. 
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HEART 1: OK, lots of stuff 
here. The two blocks to the 
left of the blue pipe have a 
Melon and the first Heart. 
Pas * ee Vt f The second and fourth to 
1. Stay to the right at the start : a ll 747424 the right of the blue pipe 
of the level and don’t kill Lakitu — a : "—§ havea Melon and a White 
right away. He has five Melons Ss ~  Shy-Guy. 
that he drops randomly instead ee 
of the spiked balls—once you see | ’ HEART 2: The next Heart 
have all five, kill him and take | _]__ 's between these blue 


_ ROReRE 


his cloud...heheheh. ee) (gy, blocks in the later half of 


the level. 
2. The “?” Bubble above Yoshi 


here isn’t there at first—jump up : iu HEART 3: Where that 
where it is to make it appear and : ~ yy | Heart is now was just 
open it for a Melon. he i 3 | ablue block with a cannon 
| i ee on it—also hit the 

block Yoshi is standing 

on for another Melon. 


3. Jump and tongue up from the 
first group of red “!” Balls and up 
this blue pipe to a long jump con- 
test worth up to seven Melons. 


4. Stomp here between the two 
Yellow Shy-Guy tribesmen to 
make a switch and then some 
clouds appear, leading up to 
some coins and Melons. 


5. The right-most cloud in the 
same area that you found the last 
Heart contains a Melon. Stomp it! 


HEART 1: Hit the parachuting switch to make the first Heart appear here. 


HEART 2: The platform here just to the right of the one with bananas must be stomped to reveal 
the second Heart. Watch out for the new fire hose-equipped Lakitu. 


HEART 3: In the middle of this large group of clouds after the second Heart is Heart number three. 


AA SS 


PAGE b-| No > wee HEART 1: After you find the 


umbrella, hug the left wall as 

y : close as you can and you'll find 
1. The Melon on the left ‘ | - the first Heart here. 
appears on the fourth r 7 =r a HEART 2: The second Heart is 
platform in a series of sea =a , ) Sah. 2ees here, just after Ms. Warp #3. | 
steps after you jump ur we suggest getting it with an Egg 
on the first three—_ y : ee tT since it’s so hard to get a good 
stomp where Yoshiis \_ at bounce off of those balls. 


standing for another. 
Fe | HEART 3: Right here at the very 
2. You'll find this switch ina | as aragpan earocagpanonaga mapa end of the level in a “?” Bubble 


bubble on your way through Sa ee Ne ot et is the final Heart. 
the first part of the level. Hit 
it and run right until... 


6699 
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3. ...you find these red 
Balls. If you fall on the way 
or need more time, hit the 
switch blocks with eggs. 
Take these balls up toa 
Warp Pot that leads to the 
second Heart. 


4. Another Melon you need to 
stomp for here—careful of 
those pistons, they are 
instant death! 


5. Don’t miss this flower just 
before Ms. Warp #4; with the 
right timing you can get to 
the Warp Pot above and a 
rather nasty race. 


6. Going crazy looking for 
that last Melon? Try stomping 
right here... 


1. Hit this switch and haul 
Yoshi butt to the right... 


2. ...to find another switch 
here. Hit it and take the red 
“I” Balls up to two Melons 
and some coins before time 
runs out. 


3. Through the 
ee : | doorway after 
HEART 1: The first Heart Fees = | ae the switch 
is very early inthe level, oS Som Lm block is this 
up that red “!” Ball and ™ Finale Pov aal room — kill 
down a small hallway — , — the giant 


watch out for the sword! batto get “iano 
a key. Now 


HEART 2: The second ed i nner you can open that 
Heart is atthe end of this [iia — locked door you saw at the 
section which you'll reach | _ 2.2: “ start of the level. 

from the Warp Pot ; the = 

detailed earlier on. 


4. Just after the second Heart 
5 5 is this nasty section—try to 
HEART 3: Fall down under Qo <<  « anticipate the saw blades 
this wooden roller and —_ —— = and don’t miss any Melons! 
you'll find a hallway lead- _— ti : 


. Bef try the bal 
ing to the final Heart. didi dee mired agen stmt 


race, jump on the egg block 
and hit the bubble way up 
here for this switch block 
and two Melons. 


Ds eet 


_ 


1. Go left immediately from the start of this level 
and through the door to wake up Ms. Warp #1. 
You'll have to come back later with a key for the 
locked door and she makes it much easier. 


2. Head right here your first time through and fall 
down the pit there to grab the key. 


i} 


3. Head to this pot later for a whole lotta 
Melons—for now, go right for the second Heart. 


——.— Y a rt 0 4. OK, think before you push all the blocks in this 


room. The top one in this pic goes with the bottom 
one first, then... 


= 


5. ...stomp the middle box that Yoshi is on here 
and push the other two together. There are two 
more boxes in the room to connect, but surely you 
can handle that by now. 


HEART 1: Don’t jump up here until you get the 
first Heart. Smash the block on the left or 
carefully make it past the lava on the right. 


HEART 2: The next Heart is just after the large 
room with all the blocks you pushed together. 
Inch slowly under these thorns and nab it. 


HEART 3: Remember that locked door? Head 
back with the key and some eggs. Kill all of 
the bats and the final Heart is yours. 


oy 


HEART 1: Both the locked 
doors later in the level have 
Hearts, we'll take the one on 
the right first... 


...Stomp this yellow block and the 
first Heart appears. 


HEART 2: In the upper-right 
doorway of the room with all the 
locked doors is this section— 
stomp here for a switch... 


. Baby Bowser has two attack modes— 
..and hurry up right to the second at first he rides around on the green 
Heart here. Hit this switch to buy snakes, shooting fireballs at Yoshi. It 


some time for your exit. is possible to hit him directly, but it’s 
HEART 3: Now use the key you much easier to aim for the middle 
should have gotten from the ceiling spikes instead, dropping them 
second Heart area to open the on him, After three hits he will come 
right door. It’s down on foot—avoid his stomping 
hard to see > | and hit him with three more bombs 


here, but the ; (you can also ricochet them straight 
lact Heart te % | off the side walls to bounce into him) 
third from og _ and he’s down for good. Remember — 
‘he leit in _ ©» as long as the explosion from the 

a row ut : ) egg or bomb hits Baby Bowser, he’ll 
blue " 4 ’ get hurt, so absolute direct hits 
blocks. < of A ~ aren't always necessary. 


= wy Sa 


*FINAL BOSS | 


Take some time out at the start to wander around Oedo town. You can find 
your first Silver Fortune Doll in the moat [1] here, close to the gate blocked 
off by two guards. [2] One of Goemon’s neighbors mentions that the pipe 
maker, Mokubei, has moved to Mt. Fuji. You need to find him first, so take 
the Mt. Fuji exit (by the fortuneteller) out into the wilderness. On your way 
to the mountain, stop by the tea hut and [3] talk to the traveling mer- 
chant for a map of Japan. Also, don’t miss [4] the next Silver Fortune 
Doll here, in a corner across the two bridges. When you have it, head 
back and through the north door to Mt. Fuji. 
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Beware! While This Guide Is Sure To 
Get You Out Of Any Tight Spots You 


Mau Encounter, We Encourage You 
To Try To Play On Your Own First! 
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Now back in Oedo town, find 
the section [a1] with the star 
blocks you couldn’t cross 
before. Use the chain pipe to 
cross to the left side first 
and grab the Doll there [2] 
then double back and go 
right. Follow the path up a 
few hills all the way to the 
Oedo Castle Entrance [3], 
Save your game and enter. 


[1] You'll find another Silver 
Fortune Doll here, to the right of the 
first ladder you climb. Now make your 
way up, up, up and into a door near 
the peak of the mountain. Avoid the 
killer slinkys in the next section [2] by 
hugging the wall and jumping, and go 
through the door on the other side. 
Climb up the mountain a little more 
and you will find a door—you’ve made 
it to the summit! Talk to Mokubel [3] in 
the hut here and he'll give you the 
new chain pipe. Have Goemon equip it 
and check it out—that thing has some 
range! And it can attach to the Star 
Mark blocks back in Oedo town to pull 
you across, so you need to head back 
there next. There are four exits to the 
summit—take any of the four exits out 
of the summit room (one has health 
and another has coins in a pot If you 
want either) and simply [4] jump or 
fall all the way back down the moun- 
tain! You’ll need to fight your Mario 
instincts to do this, but it’s OK since 
you never take any damage from 
falling in Mystical Ninja. 


After the first room of coin pots, you'll 
see a locked door on your right—head 
left and chain pipe across the star blocks 
[a] until you find the Silver Key, then 
head back and open it. You'll find Mr. 
Elle Fant [2] and another Fortune Doll in 
the water section of this room. That door 
across the turtles is locked, so skip it for 
now and head through the other door in 
the hallway you came in. Kill everything in this room [3] to make a key appear 
and take it back to unlock the door across the water. Once you step into the 
green tatami mat section of this next room, be ready to fight. Jump and attack 
[4] to kill three of the flying floor sections to make the key appear, then 
quickly grab it and exit the room. The door across the star blocks in this next 
room leads to the Boss and is locked, so head through the door just to your 
right [5] instead. You’ll soon come to another room filled with bad guys [6]— 
kill them all for a Gold Key. Now head to that locked door across the star block 
(you need to shoot the chain pipe across in mid-jump so make sure to be 
very careful), and check the door at the far end for some quick health 
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BOSS—THE KING ROBOT: CONGO 


Watch out after Congo rears his head 
back—he is about to [a] shoot flames 
out his mouth. Circle him to avoid the 
flames and hit him at the weak point 
on his chin to damage him. Soon he 
will start to spin with [2] lasers shoot- 
ing out of his collar—jump them as 
they go by and set yourself up to give 
him some serious smacking 

when he stops. Follow the 

easy patterns and you will 

own him in no time. 


Jump on the yellow block in this room and you'll be taken 
up to the second floor. Time your jumps over [1] the ball 
guys Cleaning the floors (that’s really what they are doing— 
we swear!) and through the door at the end of the hallway. Hop 

on the left or right smashing tiles here to jump over and grab 
the key above the middle one [2]. Before you go through the 
locked door, check out the other exit of this room for [3] another 
Fortune Doll. Jump carefully over the rotating spiked balls [4] in 
the next room and through the open door. Chain pipe your way 
[5] through the next room and you will come to a giant hand [6] 
by a star block. You can’t do anything here yet, but remember 
this spot and go through the door on your left. Grab the Silver 
Key [7] here and head back to the locked door in the spiked 
ball/water room. You should see Mr. Arrow just before the door 
[8]—oh boy! Now we know where the Boss is two seconds 
before we are going to fight him anyway! Thanks Mr. Arrow! Haul 
through the next room, over the ball guys and past the little nin- 
jas to the door on the other end. Keep going and soon you’ll be 
at another room with chain suspended tiles [9]—only this time 
there is no floor so play it safe. Forget the pot in the corner (just 
coins) and head over the platforms to your right to another 
door. Take the elevator up, and after a brief conversation with 
that Baron weirdo [10], head through the sliding doors (grabbing 
another Doll [11] and food on the way) to the first Boss. 
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and through the door in the Boss room... 


After you beat Congo, don’t go through the doorway 
past him. Instead, head back through all the sliding 
doors, down the elevator, across the platforms—all the 
way back to where that giant hand was before. Now 
that Congo is gone you can [4] chain pipe across and 
through the door here for [2] some serious ryo and 
another Fortune Doll! Now head all the way back up 


The lord of the castle will thank you and give you his 
Super pass [4]. Take it to the gate blocked by the two 
guards, and now they will let you through [2]. The only way 
you can go here for now is the door on the left [3]—go through =: , 
the tunnel and [4] up the side of the cliff in the outdoor area ) . — —_ a 
on the other side. Follow the path at the top and you will soon sense ecnoseen ie 
run into a cinema [5] leading to your first encounter using the 7 KASHIWAGI 
giant robot Impact [6]. 


Smash everything you can in the 
next section [1] for ryo you can 
use in the upcoming combat. 
Jump early to make it over 
bridges and pits without los- 
ing fuel. Soon you’ll be at 
the next Boss... 
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BOSS—WARTIME KABUK! ROBOT: KASHIWAGI 


Kashiwagi has many kinds of 
attacks so you need to learn 
and anticipate them all. When 
he fires missiles and hurls 
umbrellas at you, [a] shoot them 
down with the Z trigger. Grab 
him when you can with the R 
shoulder button chain pipe, and 
hit A rapidly to reel him in. Once 
you have him up close, give him 
two swift punches and a kick to 
knock him down [2], then repeat 
if you can. If he pulls out his 
wood shields, wait for him to 
swoop in and let his guard 
down, then smack him. Also 
watch for his peach blossom 
shadow attack—concentrate 
only on hitting his giant pink 
form when it stops moving to 
keep him from attacking. Get 
his health down to zero and that 
weirdo is toast! 


After you defeat Kashiwagi, head down the road until you reach 
Zazen town. You will meet Yae [1] and she will join your party. 
Explore the town (there is a hidden Fortune Doll in this [2] small 
garden—hit the bamboo here three times to make it appear) 
and find Benkei blocking a bridge. He won’t let you pass yet [3], 
so jump into the moat and head left to find Ushiwaka the fish- 
erman. He will ask you [4] to grab some fish for him—three 
blue, then five yellow and finally eight red. Get all the fish and 
he will give you the “Achilles’ Heel” log. Head back to Benkei 
for a mini-game: You must hit Benkei with the log three times 
before time runs out. [5] Try to time your throws before he 
jumps, so he will land on them and not swipe them away. Once 
he is defeated, he will let you pass and give you Sasuke —don’t 
get too excited, you can’t use him just yet. 


Head through the door Benkei was blocking and down the next area, across this [1] bridge in the lower 
section. You'll come to the Turtle Rock, a stone in the middle of a four-way intersection [2]—first push it 
south for a Fortune Doll, then north—this will transport you back to the last area, but the temple is now 
open. Head inside and climb it for another Fortune Doll [3] and an extra life, then back to the Turtle Rock. 
Now push it west for some coins and finally east and you will be warped to a new area. Go through the red 
gate here [4], and you are warped again to a boat at sea. Swim over to the “Husband and Wife” rocks [5] and 
climb until you find a Silver Fortune Doll and a teleporter back. This time jump off the small island and swim to 
shore. Check in at the coffee shop real quick, then make your way to that house all by itself up on the cliff [6]. 
Offer to help the travel agency with their dragon [7] and you will be transported onto his back. Make your way 
up the dragon as fast as possible (you can walk right through the scales on his back), [8] taking out the ene- 
mies as they come one by one. Once you reach the head, you will fight the control machine... 


After talking to Koryuta you find 
out your next objective is the 
Dogo Hot Springs. You also get 
the flute —[1] have Yae play it 
anytime you’re outdoors to 
warp to another area. Koryuta 
leaves and—hey! Wait a 
minute, you are in a new area! 
First climb the steps here up 
Kompira mountain and through 
the door. Keep climbing stairs 
[2] until you reach the top. 
Check in at the coffee shop on 
the way and eventually you will 
reach the Kompira Mountain 
Grounds. As the monk through 
the right door will tell you, you 
need to offer five ryo at the 


BOSS—CONTROL MACHINE 


Back off while the control 
machine is yellow and dodge 
the pellets he fires [a], and get 
in close to smack him when he 
winds down [2]. That’s it— get 
in, get one hit, and get out 
again—repeat. Be careful not to 
Slide off the dragon as it twists 
as well, if you do fall off you'll 
have to start back at the 

tail again. Six hits from 

Yae’s sword and the 

dragon is saved. 


Shrine to receive help from 
god. So switch to Goemon 
and toss five coins [3] into 
the box at the center of the 
Shrine and you will receive 
the Medal of Flames. Try 
holding down B and letting 
20 now—[4] flamin’ coins 
baby! These will come in 
handy soon... 


OK, now all the way back down the mountain and through the door to 
Follypoke village. Buy anything you need or rest at the village, then take the 
Tosa exit. Follow the path up and around to another door [1] leading to the vine 
bridge. The discolored boards here will fall once you touch them, but you want to fall 
here [2] at the third set of loose boards so you can fall down to this [3] Fortune Doll. 
After you cross the bridge you will find a coffee shop and a large door to the Dogo Hot 
Springs you can’t open. But, see that little hole there to the left of the door [4]? That’s 
your ticket in, you just need to be tiny. Make sure you talk to everyone at the coffee 
shop (so you can warp back here later) and then have Yae use the flute to warp you 
back to Zazen town to find that dwarf you’ve been hearing so much about. 


Go back to where 
you talked with 
Ushiwaka the fisher- 
man before and...whoa! 
[1] He’s tiny! He tells you 
to eat eight sweets at 
the Golden Temple to 
turn small and then 
takes off. Make your 
way to the Golden 
Temple and talk 

to him there as 
Ebisumaru [2]. You’ll 
enter a mini-game 
where you need 

to gather eight sweets 
before time runs out. 
Remember you can’t be 
seen, so watch the back 
wall and when it starts 
to shake, [3] hide 
behind an object. Once 
you beat the game you 
have Mini-Ebisu power! 
Activate it with the Top-C 


button and check out [4] 
wittle Ebisu! 


Now warp back to the lyo 
coffee shop and [4] go 
through the hole in the wall as 
tiny Ebisu. Head under the red 
grate and right at your first 
chance for a[2] Fortune Doll at 
the bottom of a pit here. Back to 
the original path which will loop 
around and up a ladder to some 
wooden platforms [3] and star 
boxes. Continue and soon you 
will come to the next castle 
entrance. Save your game first, 
then enter. 


You'll find two torch- 

es in the back of the 

first room. Avoid the 

ghosts (you can’t hurt 

them until you have the cam- 
era), switch to Goemon and 
equip the flaming coins and [4] 
light both torches to open the 
door. Ignore the machine on 
your left for now (you need to 
turn the power on first) and 
continue through the door on 
the opposite side of this room. 
Continue through the spiked 
hallway that follows and into 
the next room. Grab the 
Fortune Doll [2] on top of the 
giant head here and through 
the next door. Another water- 
filled room—take the platform 
around to the left and grab Mr. 
Elle-Fant, then double back and 
take the ferry [3] across to the 
other side of the room, then 
past the spikes and to the next 
room. Now, kill everything in 
this next room to make a key 
appear. Once you have the key, 
find a seed in one of the cor- 
ners of the room, grab it and 
take it up an elevator on top of 
that giant pot in the middle of 
the room. Drop it into the little 
section of dirt [4] here for some 
goodies, then exit through the 
locked door. Jump across the 
giant floating wooden plat- 
forms here (they are actually 
Japanese shogi chess pieces) 
and slowly across the tightrope 
[5] for a Golden Fortune Doll. 
You don’t have a key for that 
lock so take the unlocked door 
and the elevator behind it 
down for now. After a long path 
of more floating platforms [6] 
you'll find an elevator back up. 
Now you’ve hit the jackpot. Flip 
the [7] giant power switch, grab 
the Silver Key and Fortune Doll, 
and then jump over the fence 
to the other side to play the 
crane game you Saw earlier. 
Step on the two buttons for the 
correct amount of time to get 
the camera [8]—use the lines 
on the walls and the crane’s 
shadow to Judge where to stop 
(it will probably take a few 
tries). Now you’ve got the 
Windup Camera and can take 
care of any ghosts you run into. 
Head back through the locked 
door in the water room with the 
tightrope now that you’ve got a 
key. Switch to Ebisumaru and 
use his camera to make the 
ghosts appear [9], then equip 
his mallet and whack ’em. Grab 
Mr. Arrow and go through the 
next door. 
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There is a door across all 
those spikes in this next room, 
but it’s locked so take the first 
door you see on your left instead. 
Kill all the ghosts here for [a] a 
Silver Key, then cross the afore- 
mentioned spikes and unlock 
that door. Take the elevator up 
and head through the only door 
you can. Now up the ramp and 
[2] across the four spinning tops 
for a Silver Key and use it to 
unlock the door in the previous 
room. There are three exits in this 
next huge room, but only one is 
unlocked—head straight past the 
rotating spiked balls and you'll 
find it right off. You'll be back 
here again, but make sure you 
eventually get the Fortune Doll 
[3] also in this room. Kill every- 
thing in this next room for a 
Silver Key [4]; now back to the 
previous room and across the 
tops on your right to unlock the 
door. Take the open door straight 
ahead to replenish your health or 
grab some coins if you like, then 
cross [5] the spinning ropes and 
go through the door on the other 
Side. Kill the ghosts here and 
grab the [6] Gold Key and Extra 
Life, then back into the big room 
and through the last locked door. 
Now through the first door on 
your left to [7] the billiard room. 
Sink all the balls by hitting them 
in order (hit each ball that has a 
red arrow above it) and use the 
key that appears to unlock the 
door next to it. Grab another [8] 
Silver Key in this next room and 
head back through the pool room 
to the final locked door. Up this 
elevator is the next Boss... 
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BOSS—THE SURRENDER 
ROBOT: DHARUMANYC 


Use Ebisumaru’s camera 
to make Dharumanyo’s 
heart appear. [a] Keep 
running when he shoots 
his explosives and avoid 
his giant claws. When he 
Slows down and you can 
see his heart flashing, get 
in close and smack him. 
Once you defeat him you’ll 
get the Miracle Flower and 


a cinema. [2] You heard 
the man! On to the 
Chugoku region! 


Warp to Zazen and take 

[1] the now unlocked door 

to the Chugoku region. Ignore 
the gold locked door and two 
cracked walls for now and 
head across both bridges and 
through the door to Izumo. 
Now head down the path to 
your right and through the 
door there to a large desert. 
Search the desert for a pond 
[2] where you will find a bat- 
tery, some food and a Fortune 
Doll. Now exit the way you 
came and climb up the large 
hill here to [3] the lzumo 
amnesty. Climb the platforms 
[4] to the top of the large 
tree and take a picture with 
Ebisumaru to make [5]a 
second battery appear. 
Sasuke is now playable! [6] 


Back down the hill on the 
other side is a coffee shop, 
visit it So you can warp back 
here and take the door close 
to the village of Hagi. Head 
through [4] this door in 

the northwest corner to 
Akiyoshidai; ignore the door 
on the left (it’s a dead-end 
for now) and head down the 
valley and path to [2] this 
door to Shuhodo cave. On 
the other side of the cave 
you will find the entrance to 
the Festival Temple Castle — 
Save your game here and 
then blow open the 
entrance [3] with one 
of Sasuke’s bombs. 


Head left at the start of this castle and [1] inside the fenced-in section under the temple. Follow it 
around and take the door there. Now jump over the gaps and avoid the giant rolling lanterns [2] for 
the next door. Past the rotating spiked balls, grab Mr. Elle Fant and continue [3] around for some coin 
pots. Fall back down and through the next door. Two doors here—only one unlocked. Go up the ladder here 
and around for a Fortune Doll [4] then take the unlocked door. Another gold 
locked door on your right; make a mental note and head left [5] through the 
door there. Avoid the samurai armor and tanks in this next room and head 
straight. The platforms in this next room are kind of odd—[6] they seesaw 
back and forth. The key is to stay in the air as much as possible by jumping 
quickly. Head through the door on the right and around through another. 
Now head up the ladder [7] and in the door up here to find a [8] Fortune Doll 
to the right. Head back and through the door at the end of all the moving 
wooden platforms [9] to find a Silver Key. Now double back to the last silver 
locked door you saw [10] and head inside. 


Look for a ladder to your right and take it 
around here [1]. Continue up this next ladder 
for an extra man, then come back and go 
through this door. Grab the Kunai of Severe 
Cold here, then go back the way you came 
and through the first door on your left in the 
last section. Plow through the barrels [2] and 
to the next room. Bounce on the drums and 
take the [3] door in the middle of the right 
wall first to grab Mr. Arrow. Now head 
through this door on the right [4] and contin- 
ue on to the flashing hot platforms. Switch to 
Sasuke and use his new ice weapon to 
cool down the platforms. Cross the right 
one and move around to grab the [5] 
Meat-Saw Hammer, then through a door 
on either side of the room for full health 
if you like. Now it’s time to head all the 
way back to the very start of the castle. 
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When you reach the start again, this time head up the stairs 
and past the falling lantern to the right and through the door 
there. More steamin’ hot platforms [4]—cool them both down 
and cross. Freeze and make your way up the platforms in the next 
room as well for a [2] door up here. Cross the next room to one more 
flaming platform [3] and the Gold Key. Once you have the key, fall to 
the lower part of the room and exit the door on the right to the out- 
side. Recognize this area? Those are the giant rolling lanterns and pits 
you dodged earlier. Before you head back to the gold locked door, 
take the porch you are on to the end and jump over for some coin pots 
and [4] a Gold Fortune Doll. 


= = 


| , | ionsentteta sate 
“ 24 , ' 3 , t are 


re 


Now through the gold 
locked door you'll find a 
long hallway with 
some water and 
another door at the 
end of it. Use the giant 
[1] fish-shaped wind 
socks and ladders to make 
your way up this next sec- 
tion to a door at the top. 
Straight ahead and you’re 
at the next Boss! 


B0SS- —s S _ ; gis es m If you talked to the fortuneteller 
THE GHOST ROBOT: TSURAMI a. ¥ encod you know you need to come back 
. ce ioe oe here for one more training session 
Tsurami has three modes of Bie ‘ea before you can proceed north. 
attack: In the first, he throws a OS eee §= Enter the previously empty house 
three sets of blue plates and “=e Pete. a } i in the middle on the opposite side 
then a set of red ones—run Le 2 [1] of Goemon’s house to find the 
around along the edge of the Muscle Training Gym. Switch to 
circle dodging until you have a STL 8 Goemon and finish the [2] mini- 
chance to hit the red ones back atl [EPOBED RSE DARE game—now you can push metal 
at him. [a] Next he launches a pepeeery Weems §=— boxes! Exit Oedo to the Musashi 
ton of green plates with some = “Semmes 8each area and this time head left. 
reds on the end—use the same a ee oe Use your new power to [3] push 
strategy. Finally, he tosses yel- . : ae the metal box there for another 
low plates that explode random- = | . Silver Fortune Doll and a door to 
ly. Here you should move only a i a new tunnel area. Climb the plat- 
as necessary to dodge his a 3 forms and take the door to your 
attacks and wait for him to toss {> we — ae i FF left, then left again in the new 
the occasional red plate at you i. a bh room for another [4] Fortune Doll. 
to knock back into him. Defeat peat wee Now back up the ladder by the 
him and you'll get the Miracle © 3 m entrance and across the platforms 
Star and another short ce : aS. | : to this [5] red switch. Hit it and 
intermission [2]. Now it’s it 4 | carefully cross the platforms to 
on to Kyushu! , amen come out in the snowy Mutsu 
region. Go through the door 
Straight ahead to enter 
the Festival Village. 


Ebisumarew Omitsu, 


re is that youl? 


Exit the cave and 
take that door you 
Skipped before in 
Akiyoshidai—you’ll run 

into Omitsu [4] just in time 

to see her and all of Kyushu 
disappear. Oh well, so 

much for that, let’s get some 
Fortune Dolls instead. Head 
back through Hagi, and using 
your map exit through the 
south door [2]; there are 


two Fortune Dolls in this Mr. Mokubei, who lives around 


- Mt. Fuji, i u Ider 
section—one on this gate [3] oo BS ia glow oor Teo 


and the other at the end of . 

this edge [4] you need to be : Wander around the village as 3 

nini-Ebisu to cross. Once you | muchas you like (save, buy food, an 

have both, take the door on . etc.) and exit on the other side to de 

the other side of the bridge. __ Mt. Fear when you are ready. You'll 

Now that you have Sasuke soon find [4] this giant rock block- 

and his bombs you can open ing the back route —head back ET 

the cracked doors here fora into the village and talk to [2] ” icc aaaaiaail 
[5] Gold and [6] Silver _ Mokubei’s little brother. Warp back roa ei ee 
Fortune Dollandsomecoins. to the coffee shop close to Mt. Fuji eat Sed ie cis: Se -Ber 
Now change to Yae and Warp ne and climb back up the mountain to 

back to Oedo. _- have Mokubei [3] improve your 


weapons. Check out everyone’s 
new attacks and Yae’s awesome 
new sword shield! [4] Mokubei is 
da man! 


Now warp back to the 
Festival Village and [4] 
have anyone attack the 
giant rock to smash it. 
Take the ladders all the 
way up the mountain to 
find [2] the witch in a hut 
at the top. Pay her 300 ryo 
to chat with the wise man. 
Now all you need is that 
last miracle item. First let’s 
get Yae’s magic. 


Head back through the Festival Village and take [4] this door on the 
other side to enter Uzen tunnel. Don’t miss this [2] Silver Doll way 
down in the pits of the first room. In the next room you'll find [3] the 
mermaid challenge. Complete this mini-game [4] to gain Yae’s mermaid magic. 
Before you go, jump down into the water here and use your new power to 
Swim around the left side of the waterfall where you’ll find [5] a Gold Fortune 
Doll behind it. 


Now exit the cave. (If you 

want, you can return to the 
basement of the Ghost Toys 

Castle now and use the mermaid 
power to get [4] this Silver Doll 
underwater. Pretty evil eh?) Run 
through the Festival Village (yes, 
again!) to the door on the other 
side, past Mt. Fear, that leads to the 
Mutsu shoreline. Make a note of 
the other door here (it leads to the 
stone circle) and dive into the 
water. Use Yae’s mermaid magic to 
find and hit [2] this switch, then go 
through the underwater gate it 
opens. Don’t enter the submarine in 
this next section until you find an 
extra life and this [3] Silver Doll. 


Inside the sub, follow the arrows [a] and soon you should be back on your feet. Take the eleva- 
tor up and climb the sushi to find Mr. Elle Fant. Take either door (they both meet up) and then 
the door on the left wall of the hot floor room. Jump across the moving platforms [2] to the door 
on the right (the left door is locked). Switch to Goemon and use his chain pipe to make it across [3] 
the star blocks in this next room. Make your way along the sushi conveyor to [4] this Silver Key and 
use it to unlock that door two rooms back. Grab Mr. Arrow above the ramen bowls and take the eleva- 
tor down for more swimming fun. Swim through the next hallway (that’s miso soup you are swimming 
in by the way), and use the key [5] in the corner of the next room to unlock the door. Swim up onto 
land and chain pipe across to [6] 
a ton of food if you are low on 
health, then exit through the door 
at the foot of a ladder on the 
other side. Ah, doesn’t [7] this 
room look fun? Take the first 
conveyor belt and jump straight 
across to the next to find the 
Silver Key, then use it to unlock 
the door in the other corner. Grab 
the not-very-well-hidden Gold Key 
in this next room and unlock the 
one door you can to find [8] Yae’s 
lock-on bazooka and a Silver Key 
for the other door in the last 
room. Make sure not to touch 
the floor here! It’s hot! 


a  8055-THE CHARMING 
Back into the water past the ~~ : MERMAID: THAISAMBA 2 


silver locked door and you'll find 
a tiny door [a] here in the next 
room. Change to mini-Ebisu and 
follow the path to an extra life. 
Now head back and up the elevator 
in the large underwater room. Use 
the camera to make the hidden 
path across the sushi appear [2] in 
the next room, but don’t cross all 
the way to that door on the far 
side. Instead, take the door close 
to the entrance and climb up the 
crates in the next room and run 
around for another extra life [3]. 
Now exit and take the door on your 
left—ride the ramen bowls here 
Straight across and kill everything 
in the door to the left to [4] find a 
key. Double back and ride the 
ramen again to open the silver lock 
door. Use the camera again here to 
[5] reveal the hidden path to the 
Diamond Key. Take it back to the 
diamond lock door in the ramen 
room, then up the elevator and 
through one more grill floor room 
for a[6] cut scene chat with Poron 
‘n’ friends. Just when it seems like 
all hope is lost... [7] ...it’s Impact to 
the rescue!!! 


* After the rockin’ theme song 

pebarming Mermaid” and customary trashing of 
nearby villages, it’s another 

THATSAMBA 2 one-on-one brawl. [a] Use 
the same basic strategy as 
your last impact fight—hook 
him with the chain pipe and 
pull him in for some left-left- 
left-right combos. He likes 
to reappear right in your 
face, so be ready to punch 
whenever he swims away. 
After a bit you will both dive 
underwater [2] to finish the 
battle. Shoot to destroy the 
balls he fires at you in his 
whirlwind attack and contin- 
ue the pummeling until [3] 
this fish is fried. 


Kihachi: Hmmm... We still need the final Miracle item, so warp back to Zazen and talk 
Pees es ee ee to Benkei. You'll find the collector he mentions, Kihachi, in the 
this odd item I picked up 3 4 
the other day? pond [4] near the center of the town. Now find the kid [2] who 
= iis locked the door earlier and talk to him, then talk to the priest at 
the golden temple. He gives you the key to that locked door in 
Bizen, close to the two doors you blew up for Gold and Silver 
Dolls before. Head there and [3] open the door for the last 
training area. Switch to Sasuke and complete the training 
- SecA [4] for the super jump. 
\Kihachi, in particular, 
loves the cucumber made by 
the son of the priest at 
: the Golden Temple! 7m 
ee. 


Now head back 
into Zazen and 
exit to Mt. Nyoigatake. 
Use Sasuke’s new super 
jump [1] to reach the 
priest’s son and give him 
800 ryo for a cucumber. 
Take it back to Kihachi 
and you'll finally get the 
miracle snow! Warp back 
to the Festival Village and 
head through the door at 
the Mutsu shoreline to 
the stone circle [2] to be 
launched to the final 
castle in space! 
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Take the first door on your left and continue through the next hallway. Climb around the scaffold- 
ing in the next room until you find [1] the Silver Key and use it to unlock the door close by. Cross 
the fans [2] in the next room and take the Gold Key there back to the gold lock door at the start 
of the castle. Go through the next room and take the folding fans across to the [3] Silver Doll, 
then fall down and go through the door there. Through another throw-away room, use the drums 
to [4] bounce up to the next room and through the door to the upper level of a hallway you saw 
earlier. Grab Mr. Elle Fant and [5] use Goemon’s super strength to push that metal box and chain 
pipe across to the Gold Key. Now back to the folding fan room and across them to unlock the 


door there. 


i i iy Grab the Fortune Doll, then shrink to mini-Ebisu 
a seiiepininat iessitheaitiaiie to go through the tiny door to the next room. 

i a ere a is 2, Lrg Grab the Gold Key and use it to unlock the sunken 
| < 1 door in the floor of the last room. Head straight 
through the next door and use [1] Sasuke’s super 
jump to make it across the rotating blocks to the 
Diamond Key. Return back to the room you got your 
last Fortune Doll and this time climb the ladder on 
your right and circle the catwalk to find [2] this red 
switch. Hit it and climb the steps up and unlock the 
door. Dodge the waves [3] on your way through the 
next hallway, and hit the switch at the start of the 
next room to activate a staircase up to a large pool 
of water. Change to mermaid Yae and dive here for 
an extra life and full health, then walk around the 
upper edge of the water to find Mr. Arrow and this 
[4] Fortune Doll you need to use Sasuke’s super 
jump to reach. Now you’re at a sort of hedge maze, 
which is actually Sogen town. You can replenish 
your health and save at the inn on your way to find- 
ing Omitsu [5] at the general store. Now head to the 
restaurant next door [6] to find the perverted (but 
wise) old man and he will upgrade your weapons 

to Level 3. Head through the gates and smash [7] 
through the boarded-up door to the next section 

of the castle. 


Ee OWA Wa TE 
Wise Man:Well.. in exchange for 
a bunny girl poster and 


five 


E alae 
— 


eee 


‘Omitsu: I’m sure...... 
he’s at the restaurant. 


. 


Slash your way through the dancing legs and up the stairs; jum p into this [1] painting and 


you'll warp to a quick Gold Fortune Doll, then head thro ugh the door on the left. Across the 


Cross them (using the chain pipe where necessary) and hit the [2 
a 


Le CY NIRS UY I 
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just created. Use Goemon’s super strength 


room (or just take the damage and cross on 


D] 


moving platforms and through the door straight ahead and you’ll be at more con veyor belts. 

E ] red switch on the other side of 

the room. Circle back around and use Sasuke’s super jump to reach the door by the platform you 
gtn to push the metal boxes over the flames in the next 
the lava) to reach [3] another red switch here. Hit it 


d through the next hallway to a small room with yet another [4] red switch. Quickly jump 
on the moving platform once you hit it and ride it to the top for the Diamond Key and some Stairs 
hé 


it. Grab the full hes 


th at the end of the ledge to the right if you want, then Mario down 


the slope for some coins and continue through the other side of a familiar room lea ding back to 


the start of this section. Now use the key to unlock the lower door and head Straight through the 


BALBERRA 


Fairy of Love and D 


D’ETOILE 


ees 


* 
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Take the path straight down to find 
[a] this Fortune Doll, then go down 
the other path to a door. Now get 
through [2] the rotating tunnel with- 
out falling into the holes and you’ll 
find the entrance to the main hall. 
You've finally made it! After the [3] 
show (ahh...the pageantry!) it’s time 
for the final Impact!! 


BOSS—THE GREAT PEACH MOUNTAIN BATTLESHIP: BALBERRA 


Use your chain pipe to smash the various parts of this first 

Boss and conserve your ryo for shooting down the pellets [1] 
he fires at you. Attack the center when it opens [2] to let the 
flying peach blossoms out and punch or pipe them for ryo if 


you get low. Keep repeating until it’s dead [3] and then it’s 
time for the real final Boss... 


BOSS—THE FAIRY OF LOVE AND DREAMS: D’ETOILE 


This guy is a little bit tougher. He has many attacks so be patient and 
plan your attacks for each one. If he charges with his shield or spins 
into you, punch him as he gets close and then chain him [4] in for a 
combo. Chain him quickly when he disappears and pops in close 
before he can smack you with his tail. Whenever he fires at you, knock 
down his shots with your own bullets and just keep punching con- 


stantly when he glows white and uses his meteor attack. Once he’s 
dead, that’s it! Congratulations! [2] 


aay 


AEROFIGHTERS 
ASSAULT 


HIDDEN PILOT #1 
At the Title Screen, press Left-C, Bottom-C, 
Right-C, Top-C, Left-C, Right-C, Bottom-C. 

Now you'll be able to take control of Mao 
Mao and her F15-J. 


PILOT SELECT 


HIDDEN PILOT #2 
To get the second hidden pilot (Spanky), you 
must find and complete all three bonus 

stages in the game. 


CHANGE AIRCRAFT COLOR 
In the Main Game, Boss Attack or Practice 
Modes, you can toggle the color scheme of 
your aircraft by pressing the R button at the 
Plane Selection Screen. Alternatively, in the 
Death Match Mode, this can be achieved by 
pressing and holding the R button while 
selecting your plane. 


_AUTOMOBILI 
LAMBORGHINI 


EXTRA CARS 
To open up the hidden Lamborghinis, you 
have to get first place in the Championship 
Mode (Normal or Expert). To open up the 
Bugatti and Porsche look-alikes, you have to 
win either the Basic or Pro Series in the 
Arcade Mode (Normal or Expert). 


REVERSE TRACKS 
In order to open up the reverse tracks, you 
must beat the Championship Mode on both 
the Novice and the Expert difficulty levels. 
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N64 Tricks and Codes 


Compiled by Scott McCall of Guide 64 
(http: //members.aol.com/capscott/) 


FIGHTERS DESTINY 


EXTRA CHARACTERS 

With the exception of Boro, the hidden 
characters in Fighters Destiny can only be 
acquired after you receive a message from 
the Master. The Master will give you this 
message after you beat the game with select 
characters. So you'll just have to keep on 
beating the game with different fighters until 
you're allowed to get the hidden ones. 


BORO: To play as Boro from Switzerland, 
you simply need to beat the game on the 
Easy difficulty level. 


ROBERT THE ROBOT: Once the 
Master says you can obtain Robert, go into 
the Fastest Mode and beat all the fighters in 
less than one minute (combined time). You 
will now be able to play as Robert. 


USHI THE COW: Once the Master 
says you can obtain Ushi, you have to do 
the following: Enter the Rodeo Mode and 
stay alive for at least one minute. Then you 
will be able to select Ushi. 


BOMBERMAN 6 


SECRET BATTLE 
STAGES 
At the Main Menu Screen 
(where you choose 
between Adventure, 
Battle and Options), 
press the Start button as 
fast as you can until you 
hear a chime. Now go 
into the Battle Mode and 
you'll be able to choose 
from four additional 
battle stages. 


BONUS WORLD 
Collect all 100 Gold 
Cards in the Adventure Mode and beat 
Altair again to access a completely new 
world (Rainbow Palace). 


VIEW CREDITS 

First finish the bonus world, Rainbow 
Palace. Then go to the Options Menu 
where you'll be able to view the game's 


THE JOKER: Once the Master says 

you can obtain the Joker, go into the 
Survival Mode and beat 100 characters 

in a row. Only then will the Joker become a 
playable character. 


SeELecT YOUR PLAYER 


THE MASTER: Once the Master 
Says you can obtain the Master, you 
have to do the following: Enter the 
Master Challenge with any character 
and beat everyone. Now the Master 
will be at your command. 


credits without having to beat the 
game again. 


SOUND TEST 

Beat the Adventure Mode on the Normal 
difficulty level and you will be able to 
access a Sound Test option in the 
Options Menu. 


LOADS O’ CCDES 
Enter the following codes at the Magic 


Codes area of the Options Screen. All of the 


individual cheats can be turned on or off 
once entered. However, the codes don't 


seem to save, so you'll have to re-enter the 


Ones you want to use each time you turn 
on the power. 


DIDDY KONG RACING 


ROCKETFUEL: 
Only blue balloons. 


BYEBYEBALLOONS: 


All weapons will be disabled 
for the CPU. 


VITAMINB: No limit to 
the amount of bananas you 
can pick up. 


BOGUSBANANAS: 


Bananas reduce speed, rather 
than increasing it. 


NOYELLOWSTUFF: 


Bananas don't do anything. 


ZAPTHEZIPPERS: 


All zippers will be gone. 


NOTE: Most of these codes will not work 


in the Adventure Mode. If they don't work 
in that mode, then they'll only work in the 


Tracks Mode. 


BLABBERMOUTH: Pressing Z 


when you don't have any weapons will play 


TIMETOLOSE: Increases CPU's 


Al to insane levels. Good luck—you’re 
gonna need It. 


FREEFORALL: Balloons will 


always give you level three items. 


a random voice sample instead of the regu- 


lar horn sound. 


JOINTVENTURE: Two players 
can play the Adventure Mode together. 
Very cool. 


BODY ARMOR: 


Only yellow balloons. 


OPPOSITESATTRACT: 


Only rainbow balloons. 


TOXICOFFENDER: 


Only green balloons. 


BOMBSAWAY: only red balloons. 


FREEFRUIT: 


Start each race with 10 bananas. 


JUKEBOX: Go into the Audio Options 
and a Music Test will now be available. 


ARNOLD: Super huge racers. 
TEENYWEENIES: 


Super tiny racers. 


DOUBLEVISION: Allows opponents 


to choose the same racer. Works in the 
Adventure Mode too. 


WHODIDTHIS: Lets you view 


the game’s credits. 


OFFROAD: Race offroad 


just as fast as you would on 
normal pavement. 


ACTIVATE DRUMSTICK 

Once you get all of the trophies and 
amulets, go to the Central Area where 

all other zones are accessed. In this area, 
you should notice a bunch of little frogs 
hopping around near the edge of the water. 


Take your vehicle and drive over to them. 
Look at them carefully. One of them will 
have rooster head feathers. If you touch 
that frog, Drumstick will pop out! 
Apparently, he had been turned into 

a frog by Wizpig. 


ACTIVATE T.T. 

To get T.T. as a playable character, you 
must beat his ghost on every level of the 
Time Challenge. He will then appear on 
the Character Selection Screen. 


SPEED BOOST TRICK 

After the announcer says, “Get Ready” 
and the words start to disappear, press 
and hold the A button. If done correctly, 
you will get a turbo boost. There are two 
different levels of this boost: red and blue. 


Getting the blue boost will shave another 
precious second off your time. This 
helps dramatically in trying to beat the 
best times! 


TAKE OFF INTO SPACE 

To get to Future Funland, the hidden fifth 
world, you must first have all trophies 
and all amulets. Then go to the sign by 
the lighthouse and honk at it. The light- 
house will transform into a rocket and 
take you into space. 


ADVENTURE TWO 

After completing the entire first quest— 
getting all balloons, amulets, trophies 
and beating all worlds, levels, Bosses 

and challenges including hidden ones— 
“Adventure Two” will appear as an option 
on the Main Menu. Now prepare for an 
even tougher challenge! 
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CHEAT MENU 
To unlock the special Cheat Menu, at the Title 


Control Pad for directions): Left, Left, L, L, 
Right, Right, Left, Left. 


INVINCIBILITY 
Activate the Cheat Menu and then enter the 
following sequence, using the Control Pad for 
directions, at the Title Screen: R, R, R, R, R, R, 
R, Left. You will hear a sound if the code Is 
entered correctly. 


MONSTERS ON/OFF 

Activate the Cheat Menu and then enter the 
following sequence, using the Control Pad for 
directions, at the Title Screen: L, Left-C, Left, 
R, Right-C, Right, Left, Left, Right. You will 
hear a sound if the code is entered correctly. 


ALL ITEMS ON/OFF 

Activate the Cheat Menu and then enter the 
following sequence, using the Control Pad for 
directions, at the Title Screen: R, Right-C, 
Right, L, Left-C, Left, Right-C, Right. You will 
hear a sound if the code is entered correctly. 


LEVEL SKIP 
Activate the Cheat Menu and then enter the 
following sequence, using the Control Pad for 
directions, at the Title Screen: L, L, L, Right-C, 
Right, Left, Left, Left-C. You will hear a sound 
if the code is entered correctly. 


INVIMCIBILITY OFF 
MOMS TER SOM 
ALL ITEMS OFF 


—Tt- ciesere Fz 


MEIN MENT 
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Screen, enter the following sequence (use the 


CHEAT CODES 
The following codes 
are entered at the 
Name Input Screen. 
First enter the Bike 
Selection Screen and 
press the R button. 
Then select name 
input and enter any 
of these codes listed 
here. If you enter a 
code correctly, you 
will hear a confirma- 
tion tone. If you wish 
to deactivate a code, 
simply enter the code 
again. Don't forget— 
these codes affect all players. ARSENAL Randomly gives you any of 
the missile weapons every few seconds. 


NOTE: These codes can also be 
combined for a variety of effects. RA5O Gives you points for the position 
you are in when you quit. 


ROLLER All bikes will be turned 

into boulders. XGTEAM Atter entering this as your 
name, go back and change it to one of the 

FISHEYE View the race with a fisheye game’s programmers, such as Ash, Greg, 


lens. Speedy! John, Shawn or Justin (you can find more 

; names in the credits). Now a face of the 
MAGNIFY Makes everything on the person you entered will appear on top of 
screen look much bigger. the bike! 


STEALTH All bikes become invisible, FERGUS Enter this name in the Shoot- 
leaving only the shadows. ‘em-Up Mode. The drones will now have 


turned into Fergus’ face (Probe’s director). 
BANANA Makes the track extra slippery. 


| | THE ULTIMATE PASSWORD 
WIRED Changes the game into a wire- Enter 81GGD5 at the Password Screen 
frame mode. Cool effect. in the Options Menu to unlock all regular 


. tracks, both hidden bikes (Roach and Neon) 
ANTIGRAV Wanna get sick? Try racing and the special hidden track! 
the tracks with everything upside down! 


GHOSTLY Changes the background to ‘i gcnes 
being transparent. 


XTREME Pumps your bike's speed up to 
the max. Look out for those walls! 


UGLYMODE Graphics become pixelat- 
ed, like PlayStation games. 


NITROID Gives you unlimited nitros. 


Fi POLE POSITION 6 


EXTRA CAR loading the data from controller pak...” 
After you've become World Grand Prix appears. Now go to the Driver Selection 
Champion, save the results to your Screen and you'll notice that the 96 Forti 
Controller Pak and restart the game. Press drivers now have an Ubi Soft Original H-RA 
and hold A and B when the screen “Now V12 Car. 


ON TARGET 


AeroFighters Assault 
Owners Give Game 
sie Approval Rating! 


eur pores pressedt ce 7) 
_ explosions, flames, and fighting 
= aircraftas pretty as these." 

- Ultra Game Players - 


"It is rare that a console gets a title that 
stresses realistic flight control over 
arcade-style action, but this is exactly 

-- what Aerofighters Assault does." 


- gamepen.com - 


".,..a very satisfying game playing experience 
ae that shouldn't be missed by any N64 owner 
4 _that is even remotely interested 
— in flight combat games." 


- bird.taponline.com - 


' "Aerofighters' best qualities lie in 
its. six when asthe highly nit ign nea 
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HIDDEN TEAMS AND STADIUMS 
The following codes are entered at the Create 
Player Screen. After you enter the name, pick 
continue, press A and choose “Save and 
Exit.” Then back up a few screens and go 

into the Exhibition Mode. You can enter all 

of these codes in one sitting if you would like 
to do so. 


HIDDEN TEAMS 
AT MADDEN 

All-Time Madden Team 
SIXTIES 
All ’60s Team 
SEVENTIES 
All’70s Team 


EIGHTIES 

All ’80s Team 
STATS MEN 
All-Time Stats Leaders Team 
HOWLIE 
’97 Conference A Team 
(AFC Pro Bowl Team) 


LEI 

97 Conference B Team 
(NFC Pro Bowl Team) 
TIBURON 

Tiburon Team 

(Developers of Madden 64) 


ELEC ARTS 

EA Sports Team 
(Producers of Madden 64) 
HIDDEN STADIUMS 
SAN MATEO 

EA Stadium 
MAITLAND 
Tiburon Sports Complex 


SEE THE ENDING 
In order to see Madden 64's pretty impres- 
sive real-time ending, just hold L, R and Z at 
the same time as soon as the EA Sports logo 
appears. If done correctly, the presentation 
will start after the logo disappears. 


tx > £ 
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MORTAL KOMBAT 


MYTHOLOGIES: SUB-ZERO 
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MISSION PASSWORDS 

The following codes are entered at the 
Password Screen. If the code is entered cor- 
rectly, you will be taken directly to the start 
of the desired level. 


THWMSB Mission 2 (Wind) 
CNSZDG Mission 3 (Earth) 
ZVRKDM Mission 4 (Water) 
JYPPHD Mission 5 (Fire) 
RGTKCS Mission 6 (Prison) 


QFTLWN Mission 7 (Bridge) 
XJKNZT Mission 8 (Fortress) 


NINJA 


NIYSTICAL.NINIA | 


STARRING 


Boss BATTLE MODE 
Collect all 45 Fortune Dolls and a new mode 


will appear on the Options Menu called Boss 
Battle Mode. You'll be able to battle each of 
the game's Bosses one after another. 


AEROGAUGE 


HIDDEN CARS 

In order to race as the Nintendo 64 
controller, or one of four other hidden 
vehicles, you have to finish a race with the 
final two digits of your time being 64. Since 
you must be exact down to the 100th of a 
second, getting the secret cars is a matter 
of luck. 


ULTIMATE WARP CODE 

At the Password Screen, enter ZCHRRY as 
the password. This will warp you to Level 8. 
The nifty thing about this code, however, is 
that if you die, you can simply hold the A 
button to warp to Quan Chi or hold the B 
button to warp to Shinnok. 


OTHER PASSWORDS 
These miscellaneous passwords are entered 
the same way as the warp codes. 


CRVDTS View Credits 
NXCVSZ 10 Urns of Vitality 
GTTBHR 1000 Lives 


SECRET RUMBLE PAK ABILITY 
Even though the game is not made for use 
with the Rumble Pak, if you have one insert- 
ed during the Impact (Boss) stages, it will 
rumble. Weird! 


PANAMA Ma anu teeter atone nei eee et Th 
Ce SS 


HIDDEN TRACKS 


There are two hidden tracks in 
AeroGauge. To open the first one, you 


must place first in all of the races in Grand 
Prix Mode at the Limter Cut difficulty 
level. To open the second, you must place 


first in all of the races in Grand Prix Mode 


at the High Tension level. 


CHEAT CODES 

The following codes are entered at the 
“Enter Cheat” Menu. If the code is entered 
correctly, you'll hear a siren-like sound. 


ENTER CHEAT CODE: 


GLYTHMO 


SNWSLDS Sled Mode 
SPRSLYD Slippery Play 
FRMBYFRM Slow Motion Mode 
SMLMDGT Small Midget Mode 
BGTWSTRS Spinning Ball Carrier 

LWYSTPSS 

Always Tip the Ball 

BRDWYNMTH 

Awesome Quarterbacks 


LDSTRTRK 
Beam the Ball 


PBYBYMD Crawlers 

LLDFSCK Defense Sucks 
YLCTRCFB Electric Football Mode 
MCHLJNSN Extra Fast Players 
GTNHNDS Fumble Mode 


GLYTHM Goliath Mode STYCKYHNDS Sticky Hands 


BGSPRDVBGSPRDV JPNSMWR Sumo Code 


Greater Dive Distance SPRBGRMS 


CRLLWYS Maximum Acceleration Super Players (100 Yard Code) 


WLTRPYTN Maximum Agility SPRTMMD Super Team Mode 


BGBFYDF Maximum Defense SPRTRBMD Super Turbo Mode 
YNSTYNS SPRDPRTCKL Tackle Always 


Maximum Paap and Awareness BBMNTBL Tall and Skinny Mode 
BGBFYFF Maximum Offense NBCTCKLS 


RNLDSWZNGR | Turn Off Tackle Ball Carrier 
Maximum Strength Attributes DWNDRV Unlimited Downs 


TGHTGRP No Turnovers MNFLDMD Up-And-Over Madness 


LLFFSCK Offense sas PWHYRMN Wimpy Players 
STNTXTM Secret Quickplay Teams TRNTDLER Zero Accuracy 


SECRET LEVEL EDITOR 


Once you finish every single level 

in the game on the “00 Agent” 
difficulty setting, (plus bonus levels 
on 19 and 20) a special “O07 Mode” 
will open. This is an Editor Screen, in 
which you can configure options such 
as Enemy Health, Enemy Damage, 
Enemy Accuracy and Enemy 

Reaction Speed! 


Top GEAR 


ACCESS SPECIAL CARS 

Start a race in the Arcade Mode. Once the race 
has begun, enter any of the codes below. 
There is no indicator of whether or not you 
entered the code correctly, but if you exit and 
go back to the Arcade Mode, you'll see the car 
is now available. (The Control Pad should be 
used for entering the directions.) 


BEACH BALL Car: 
B, B, A, Left, Left, Bottom-C, A, Right 


CuPRA Car: Bottom-C, Up, B, Right, A, 
Bottom-C, A, Right 


HELMET CAR: Up, Up, Z, B, A, Left, Left 


ACCESS ALL CARS 

To access all cars in the game, except mirror 
cars and the aforementioned special cars, start 
up a race in the Arcade Mode and enter the 
following code (use the Control Pad for direc- 
tions): A, Left, Left, Bottom-C, A, Right, Z. If 
you exit the race and go back to the Arcade 
Mode, you should be able to select from all of 
the cars in the game. 


Access ALL TRACKS 

To access all five tracks in the game (except 
mirror tracks), start up a race in the Arcade 
Mode and enter the following code (use the 
Control Pad for directions): A, Left, Left, Right, 
Down, Z. If you exit the race and go back to 
the Arcade Mode, you should be able to select 
from all of the tracks in the game. 


REMOVE FILTERING 

To turn off bi-linear filtering, enter the follow- 
ing code during a race (use the Control Pad 
for directions): B, Left, Right, Up, Left, Z, Right. 
By removing this special graphical feature, the 
game will have a pixelated look similar to 
PlayStation games. 


RAINBOW MODE 

Enter the following code to turn the screen 
into a mess of rainbow colors: Bottom-C, Z, 
B, Up, Up, Right. 


SECRET DATE AND TIME 

Want to know when Boss Game Studios fin- 
ished Top Gear Rally? Just hold down all four 
C buttons before turning on the game and the 
date and time will appear on the Title Screen. 


HIDDEN CREDITS CHEAT 

Although you can view the game’s credits in 
the Options Menu, there are different, more 
interesting credits hidden in the game. At the 
Options Menu, click on the Credits icon, and 
press the following sequence (use the Control 
Pad for directions): Left, Bottom-C, Right, 
Down, Z. 
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CHEAT CODES 
To enter any of the following 
codes, you must go to the 
Player Edit Screen (under 

Customize Squad). All of the ' (a Vancouver” 
names must be entered in RERRY 

capital letters. Use Left-C to — Seen 
erase the original name. You 
can tell if a code worked if 
the player goes into a cele- 
bration animation. Also note 
that codes can be combined 
and can only be turned off 
by resetting the game. 


Player Gait 


Position 
Number 
Hair Type 
Hair Colour 
Skin Colour 
Face 
Facial Hair 


AUSTRALIA MODE 
Select Australia (Zone 2-OFC) as your team 
and change the name of the player to 
NWODEDISPU. Now the screen will be 
upside down! 


INVISIBLE WALLS 

Select Wales (Zone 4-UEFA) as your team 
and change the name of the player to 
WARREN. Now if you play a match in an 
outdoor stadium, there will be invisible 
FEEDBACK PREVIEW walls that keep the ball in play. 
Select Japan (Zone 3-AFC) as your team 
and change the name of the player to 
NORIE. Then enter the “Road to World 
Cup 98” Screen and press Z, Left-C and 
Top-C all at the same time. Now you should 
be able to check out some of FIFA 98's cool 
animations. Press left or right to go through 
letters that represent each animation; press 
A to watch the animation. 


PENCIL AND PAPER MODE 
Select Canada (Zone 5-CONCACAF) as 
your team and change the name of the 
player to MARC. The screen will then turn 
black and white and show the wireframes 
of the polygons. 


REMOVE STADIUM 
Select any team and change the name of 
the player to CATCH22. This leaves the 
playing surface, players and nets, while 
replacing the stadium and crowd with a 
blue background. You'll also notice that the 
game plays faster and smoother. 


GHOST PLAYERS 


TINY PLAYERS 
Select Vancouver (USA) as your team and 
change the name of the player to KERRY. 
This will make the players and nets much 
smaller. But it will also make the game 

run faster. 


UNLIMITED PLAYER POINTS 
Select Vancouver (USA) as your team and 
change the name of the player to DAVE. If 
you go down to the “Edit Attributes” option, 
you'll see that you're able to give your play- 
er 99 points in all categories. 


Select Slovakia (Zone 4-UEFA) as your team 
and change the name of the player to 
LASKO. All of your players will now be 
transparent ghosts. 


HoT POTATO MODE 

Select R Ireland (Zone 4-UEFA) as your 
team and change the name of the player to 
SPUD. This cheat forces you to pass the 
ball often, or all the players on your team 
will fall down! 


UNLOCK ROAD TO WORLD CuP 
Select Japan (Zone 3-AFC) as your team 
and change the name of the player to YUJI. 
This code will enable you to jump to the 
First or Final Round of the “Road to World 
INVISIBLE PLAYERS Cup 98” Mode. 
Select Sheffield W (England) as your 
team and change the name of the player 
to WAYNE. Your players will now be 
invisible, though you can still see 

their shadows. 


UPSIDE DOWN MODE 

Select Vancouver (USA) as your team and 
change the name of the player to TED. This 
is another version of the “Australia Mode,” 
except the scores and names are left normal. 


ROBOTRON 6 


LOTS OF CHEATS 
Each of these codes must be entered quickly 
at the Setup Screen. You'll hear a sound if 

they're done correctly: 


50 Lives: 
Up, Up, Down, Down, Left, Right, Left, Right, 
Left-C, Right-C, Left-C, Right-C. 


LEVEL SELECT: 
Down, Up, Left-C, Down, Left-C, Right-C, 
Down, Right-C. 


GAME Boy MODE: 
Up, Down, Right, Left-C, Down, Up, Left, 
Right-C, Up, Down. 


AuTo PLAY: 
Left, Right, Up, Down, Left-C, Right-C, Left-C, 
Right-C, Left, Right, Up, Down, Left-C, Right- 

C, Left-C, Right-C, Left, Right, Up, Down, Left- 
C, Right-C, Left-C, Right-C. 


POWER-UP CODES 
Each of these codes must be entered during 
play to work: 


Two-Way Fire: 
Up, Top-C, Up, Top-C 


THREE-WAY FIRE: 
Right, Right, Left-C, Bottom-C 


Four-Way FiRE: 
Down, Down, Up, Right-C 


FLAME THROWER: 
Down, Right, Down, Right, Right-C 


RADIATION SPRAY: 
Up, Down, Right-C, Left-C 


SHIELD: 
Down, Left, Left-C, Right-C 


SPEED UP: 
Left, Left, Right, Right, Top-C 


ail 
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SAN FRANCISCO RUSH 


AUTO ABorT DISABLE 

Normally, if a car stops for a period of time 
(i.e., stuck on a wall), the game will automat- 
ically move the car back to the course. 
Entering the following code will disable that: 
On the Setup Screen press Top-C, Top-C, 
Top-C, Top-C. A small icon with “00.06” will 
appear along the bottom of the screen if the 
code was entered correctly. Repeat the code 
to turn this option off. 


CHANGE CAR SIZE 

This code allows you to change your car 
between small, regular and large sizes. 

On the Car Select Screen press and hold 
Bottom-C then Top-C and release both 
buttons. Then press and hold Top-C then 
Bottom-C and release both buttons to acti- 
vate the code. The car in the viewing win- 
dow will reflect the changes. Repeat the code 
to switch to the next size. 


CHANGE FoG COLOR 

To change the color of the fog, enter the fol- 
lowing code: On the Car Select Screen hold 
the Z button and press Bottom-C, Bottom-C, 
Bottom-C. The color of the fog in the viewing 
window will change. 


CHANGE GRAVITY 

You can alter the physics in San Francisco 
Rush to increase or decrease the weight of 
your car. On the Setup Screen hold the Z 
button and press Up, Down on the Control 
Pad/Stick. Release the Z button and press 
Up, Down, Up, Down. The symbol of a 
weight will appear along the top of the 
screen. Repeat the code to switch between 
several gravity options. 


CHANGE TIRE SIZE 

Back Tires: On the Car Select 
Screen, press and hold Right-C 
then Left-C and release both but- 
tons. Then press and hold Left-C 
then Right-C to activate the code. 
The car in the viewing window 
will reflect the changes. Use the 
code repeatedly to change 
between the different tire sizes. 


Front Tires: On the Car Select 
Screen press and hold Left-C then 
Right-C. Release both buttons. 
Press and hold Right-C then Left- 
C, then release both buttons to activate the 
code. Changes will be displayed in the view- 
ing window. Repeat the code to switch 
between the different sizes. 


CHANGE TRACK TEXTURES 

On the Setup Screen, press and hold Right-C 
then press the L Button. Release both 
buttons, then press the Z button. Press and 
hold Right-C then press the L button and 
release both buttons. Press the Z button 
again to activate the code. If the code Is 
entered correctly, a small checkered pattern 
will appear along the bottom of the screen. 
Repeat the code to switch between the 
different textures. 


CONES TO MINES 
On the Setup Screen, press L, R, L, R, L, R.A 


small road cone symbol will appear if the 
code is entered correctly. Repeat the code to 
turn this option off. 


DISABLE CAR-TO-CAR 
COLLISIONS 

On the Setup Screen, press Left then hold 
Right then press Right-C and release both 
buttons, then press Top-C, Left-C, Bottom-C, 
Z button. A bus icon will appear along the 
bottom of the screen if entered correctly. 
Repeat the code to turn this option off. 


DRIVE AN EXPLODING HULK 

On the Car Select Screen, hold Top-C and 
press Z, Z, Z, Z. Repeat code to switch between 
smoking hulk, burnt-out hulk or normal. 


FOGGY NIGHT 

The following code will change the sky and 
fog to nighttime colors, making it much 
more difficult to drive. At the Options Screen, 
highlight “Fog” and hold all four C Buttons 
while pressing Left/Right on the Control 
Pad/Stick. An extra option will be available 
called "Foggy Night." 


INFINITE TIME 

To disable the game clock, on the Setup 
Screen, hold the Z button, then press and 
hold Bottom-C then Top-C. Continue to hold 
the Z button and release the C buttons. 
Press and hold Top-C then Bottom-C to 
activate the code. A small clock with a line 
through it will appear if the code is entered 
correctly. Repeat the code to deactivate 

this option. 


MIRROR CONTROLS 

To mirror flip your control scheme, at the 
Options Screen, highlight “Mirror” and hold 
all four C buttons. Press Left/Right on the 
Control Pad/Stick to view an extra option 
called “Extreme.” 


WCW. / vs. NWO: 
[ NH Wor td Tour 


HIDDEN WRESTLERS 
There are six hidden wrestlers in the game, 
all of whom are acquired by winning the 
appropriate league in the League 
Challenge Mode. 


WAYNE GRETZKY’S 3D HOCKEY ’ 


NOTE: All of the codes from the a . mie oe fet iltt 
original Wayne Gretzky's 3D Hockey will anges Hetgil (ast GWo Claits) 
work in the ‘98 version. 


WRATH: 
Beat the DOA league 


Try some of these codes (the last 10 digits 


4 T are omitted since they cannot be changed): 
IDDEN TEAMS 100000: 


Gretzky ‘98 contains four hidden teams, all 
of which used to be franchises in the NHL. 
You'll be able to play as the Hartford 010000: 

Whalers, Minnesota North Stars, Quebec Stocky Players, Big Heads 

Nordiques or Winnipeg Jets, complete with 

their old rosters. Just go into the Options 110000: Stocky Players, Small Heads 
Mode and hold down the L button while 

pressing the following sequence: Right-C, 001000: 

Left-C, Left-C, Right-C, Left-C, Left-C, Right- Small Players, Small Announcer 

C, Left-C, Left-C. If the code is done correct- 000100: 

ly, you'll see “Specials:” followed by 16 dig- 
its at the bottom of the screen. Then when 

you go to pick a team, there should be an 000010: 


alternative Northeast division. Crunched Players, Small Announcer 


GLACIER: 
Beat the IU league 
Stocky Players 
DIAMOND DALLAS PAGE: 
Beat the WCW league 


MACHO MAN RANDY SAVAGE: 
Beat the NWO league 


When you beat all four leagues, a fifth orga- 
nization known as “Whole World Wrestling” 
appears. Then you have to contend with 
Heavyweight and Cruiserweight divisions. 
After completing those, you'll face a Boss. 
Defeat that Boss and you'll be able to pick 
him/her as a playable character. 


Large Players, Large Announcer 


DEBUG MODE 000001: 

Go to the Options Screen and press either Elongated Players, Large Announcer 
Bottom-C and R, Left-C and R, or Top-C and 
R. Sixteen digits should appear at the bottom, 
of which only the first six can be changed. 


JOE BRUISER: 
Beat the Heavyweight 


110110: Large Players, 
Small Heads, Large Announcer 


BLACK Wipow: 
Beat the Cruiserweight 


010010: Crunched Players, 


Altering the bits will change the player’s Large Heads, Small Announcer 


head size, body size and height and the 

announcer’s voice. There are six digits 010101: Large Players, 

that can be modified. The digits will toggle Large Heads, Large Announcer 

between the binary numbers of 0 and 1. 

Use these combinations to change each 010001: Elongated Players, 

pair of numbers: Large Heads, Large Announcer 

Bottom C AND R: 

Changes Head Size (first two digits) NOTE: “Small Announcer” means the 
announcer has a fast, high-pitched voice 

Lert C AND R: and “Large Announcer” means the 

Changes Body Size (middle two digits) announcer has a slow, deep voice. 


NOTE: Be sure you have a Controller Pak 
to save the hidden wrestlers. 


SNOWBOARD KIDS 


SUPER CHEAT 
At the Title Screen, press Down on the 
Control Stick, Up on the Control Stick, Down 
on the D-pad, Up on the D-pad, Bottom-C, 
Top-C, L, R, Z, Left on the D-pad, Right-C, Up 
on the Control Stick, B, Right on the D-pad, 
Left-C and then Start. If you can successfully 
input the code, you'll hear a voice. Now you'll 
have access to every hidden character and 
course, as well as every snowboard in the 
game. In addition, you'll be able to choose 
the same characters in Multiplayer Mode. 


CHAMELEON TWIST 


HIDDEN TRACKS 
To earn the hidden tracks the hard way, you 
must first get first place on all six tracks. This 
will open up the seventh track. Get first place 
on that track to open up the eighth track. Get 
first place on that track to open up the final 
ninth track. Finally, get first place on the 
ninth track and you'll gain access to the hid- 
den character Sinobin. 


HIDDEN STAGE will appear on the Stage Select 

To open up the hidden stage in Screen. If you choose it, you'll be 
Chameleon Twist, simply collect able to fight each of the game’s six 
at least 20 Crowns on each of the Bosses without having to play 

six normal stages. A question mark through their stages again. 
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CLAYFIGHTER 
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SECRET OPTIONS MENU 
At the Character Select Screen, hold down 
the L button and press the following buttons: 
Top-C, Right-C, Left-C, Bottom-C, B, A. If the 
code is done correctly, you'll hear thunder. 
Now exit back to the Options menu and you 
should see “Secret Options” at the bottom. 


PLAY AS BOOGERMAN 
At the Character Select Screen, hold down 
the L button and press the following direc- 


tions on the Control Pad: Up, Right, Down, 
Left, Right, Left. 


PLAY AS Dr. KILN 
At the Character Select Screen, hold down 

the L button and press the following buttons: 
B, Left-C, Top-C, Right-C, Bottom-C, A. 


PLAY AS SUMO SANTA 
At the Character Select Screen, hold down 

the L button and press the following buttons: 
A, Bottom-C, Right-C, Top-C, Left-C, B. 


vag 


RANDOM CHARACTER SELECT 
Hold down the L and R buttons at the Char- 
acter Select Screen and a random fighter will 
be chosen for you. 


STAGE SELECT 
In the Two-player Mode, when the Versus 

Screen comes up, press Right-C or Left-C to 
change the stage you will fight in. 
SUMG Sars 


agerian 


ALTERNATE COLOR 
In order to choose your clay fighter’s alter- 
nate color, just press Bottom-C (instead of 
the A button) to select your character. 
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MACE: 


THE DARK AGE 


PLAY AS 
JANITOR NED 
At the Character 
Select Screen, press 
Start on the following 
fighters in sequence: 
Koyasha, Executioner 
and Lord Deimos. 
Then highlight Xiao 
Long and press the 
Quick button. It'll 
appear as if you've 
selected Xiao Long, 
but Ned will be at 
your control once 
the fight begins. 


FUZZY BUNNY SLIPPERS 

At the Character Select Screen, move the 
cursor over the following fighters, pressing 
Start on each one: Ragnar, Dregan, 


Se), | KS 


TAKES 


. wu 


~ LORD DEIMOF” 


© 


Koyasha. Then pick your fighter and you'll 
be fighting with fuzzy bunny slippers. 


STAGE SELECT 
In the Two-player Mode, it's possible to 
select either a desired stage or a hidden 


ree te, 


Stage. To select a particular stage on which 
you want to fight, go to the character's 
portrait on the Player Select Screen and tap 
Start four times. Then select your character 
as usual. But to select one of the hidden 
stages, move to each character listed below 
in sequence and tap Start on each one. 
Then go to your desired character and 
select as usual. 


Koyasha, Mordus Kull, Takeshi: Battle in a 
Mini-Golf Course. 


Namira, Koyasha, Taria: Battle at 
Machu Pichu. 


SWITCH HEADS 

At the Character Select Screen, highlight the 
following characters and press Start: Al- 

Rashid, Takeshi, Mordos Kull, Xiao Long and | 
Namira. Now the two fighters chosen will a 
exchange heads. 


BiG HEAD MODE 

This code only works in the Two-player 
Mode. To activate Big Head Mode, simply 
highlight and press the Start button on 
these three characters: Ragnar, Al-Rashid 
and Takeshi. 


MicRONAUT MODE 

This code only works in the Two-player 
Mode. Highlight and press the Start button 
on each of these four characters: Takeshi, 
Al-Rashid, Ragnar and Xiao Long. 
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® This special publication takes you deeper 

into the world of the digital heroine more than 
anything else before it. We offer huge and 
€asy-tO-useé Strategy sections to Tomb Raider 
and tomb Raider Il, in addition to a revealing 
look at the woman who personifies video games 
this year, Lara Croft! 


dress 
for 


® We went to England to visit Lara's success 
creators at Core Design to get the inside and 
final word on her creation and meteoric rise 


to the top! 
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if 


® Find out what the future has in store for Lara and ponder 

as we did who could play her IF Hollywood decides the world 
needs a Tomb Raider movie starring Lara Croft. 

® Get the inside word from the witch doctors at 3DFX about {/ 
the upcoming Voodooe PC accelerator card. Read what they J ) 
have to say about Lara and her rise to fame on the PC. i } 
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“ Allabout her Unknown = af 


Look for Lara’s Official Collector's 
Magazine on Newsstands Everywhere! 


Find one fore sure at: Kmart, Wal-Mart, Electronics Boutique, 


Waldenbooks, Target, Borders, Crown Books, Barnes & Noble 
Licensed by Eidos Interactive PLC 


= ne of Nintendo's two surprise 
) games at Space World (the 
other being NBA Courtside), 
1080° Snowboarding shocked 
everyone with its amazingly rich graphical 
detail, smooth control and overall polish 
that only an EAD game could provide. 
Developed by the same team that 
brought us the wonderfully rich Wave 
Rave 64, 1080° Snowboarding is one of 
several snowboarding games on the way 
to the N64 in the coming months. So far it 
seems to be the best one. There were 
three tracks to choose from at the show 
(we now know there are at least six in the 
finished version), and at least three differ- 
ent boarders available, as well as several 


The terrain in 1080° Snowboarding is very 
picturesque. Notice the details in the 
treeline and distant mountains. 


PUBLISHER: Nintendo 
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The Creators Of Wave Race Deliver An Even 
Cooler Racing Game—Literally 


different snowboards to race with, which 
carry the popular Lamar license. There's a 
Match Race Mode, a Time Attack Mode 
and a Score Attack Mode (just like Wave 
Race), and two players can go head-to- 
head via a split-screen in the game's 
Two-player Mode. 

The most amazing part 
of 1080°, though, is the 
graphics. Everything looks 
incredibly realistic, from 
the path your board leaves 
in the snow to the photore- 
alistic scenery in and around 
each track. Snow even kicks 
up behind your board, and 
it also floats down while 
you're racing. Other scenery 
comprising the make-up 
of the course includes things 
such as half-pipes, jumps, 
rocks, trees, ledges and icy 
patches—basically, all the 
goodies you would figure to see when 
snowboarding (or at the very least, in a 
snowboarding video game). 

The control with the N64’s analog 
Control Stick makes everything move 
smooth as silk. And it’s a good thing too, 
because those adventurous players who 
wish to pull plenty of tricks should be 
pleased by the responsive controls. 
There’s a big variety of ledges and slopes 
that really allow for some nifty footwork. 
Sometimes this snowboarder-friendly 
terrain can be used to show-off, but 


Judging from what we've played of 
1080, it’s gonna be tough to make a 
snowboarding game look more real. 
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others may be used for more practical 
of a purpose, and that is to find shortcuts 
to pass an unsuspecting opponent. 
(After you do it a few times though, 
said opponent won't be so unsuspecting 
anymore now, will he?) 

1080° is scheduled for an April 
release, oddly enough, right at the begin- 
ning of spring. We really don’t expect 
many changes in the final release from 
what we've previewed, but anything that 
changes will probably be for the better. 
This one really does look exciting. 


ee st # i. y 
Quest 64 may lack the graphical 
quality of the upcoming Zelda 64, 
but the game still looks quite nice. 


f there’s one genre that’s 

been neglected far more 

than it should have been 
on the Nintendo 64, it’s 
the role-playing genre. RPGs are 
nonexistent on the N64 in the U.S. 
and Japan, and RPG fans are surely 
getting tired of waiting for the first 
true epic to come their way. 

Fortunately, that game is finally 
here. We've recently gotten our 
hands on an English version of 
T*HQ's Quest 64, and from what 
we've seen and played so far, it 
looks very promising. 

Quest 64 stars a young Spirit 
Tamer named Brian (creative name, 
eh?) whose father, the great Lord 
Bartholomy has mysteriously van- 
ished while on a journey to recover the 
legendary Eletale’s Book. Spirit Tamers are 
magical guardians who hold a pact with 
the Spirits of Nature, and their magic 
secrets are inscribed in Eletale’s Book. 
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PUBLISHER: T*HO 


After A Long Wait, The First N64 Role- 
Playing Game Is Finally Here 


Since the book was stolen by 
an evil force, the land has 
fallen into a state of terror, 
with monsters lurking, dark 
spells being cast and fear run- 
ning rampant throughout the 
once-peaceful land of Celtland. 

Quest 64 takes place in an 
entirely 3D world reminiscent 
of Mario 64. While Brian can 
move around freely in the 
world, his actions are more confined than 
in Mario 64, since at heart Quest 64 is a 
traditional RPG. Brian doesn’t jump, and 
aside from walking and running, his basic 
actions are fairly, well, basic. And being a 
traditional RPG, Quest 64's battles are 
turn-based and entirely random. Right 
now battles occur WAY too frequently, but 
fortunately T*HQ is planning on balancing 
that out for the final product. 

In battle, you choose from one of four 
sets of spells (each assigned to a C button 
on the controller) which correspond to the 
four elements—wind, water, earth and fire. 
As you progress in the game and earn 
experience, you are given the option to 
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It sure took a while, but believe it or not Quest 64 is the 
very first N64 RPG. At first glance the game looks like it’s 
more action-based, but in reality it's very traditional. 


ae 


increase the levels of each of these four 
spell sets, allowing for your spells to 
become more effective during battle. 

In addition, you can always attack with 
your Staff by just running up to an enemy 
in battle and pressing A. 

Another cool feature in Quest 64 is the 
presence of time. As you play, the envi- 
ronment will change from day slowly into 
night (and vice-versa), making for a more 
realistic experience. For example, there 
may be some people you can only speak 
to at night, and of course monsters will 
be more frequent and deadly then too. 

Quest 64 is still early, but it’s looking 
hot. It’s due to be released this June. 


EEE 


PLAYERS: 1 
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Close Encounters Of A Different Kind 


esigned by the primary 

] creator of Rayman, Tonic 

Trouble is already starting 
to show many of the signs 
of distinctiveness that made the 
aforementioned platform game 

find a niche of its own. 

Tonic Trouble’s plot revolves around 


» ot two months after the release 
) of Bomberman 64 in the U.S., 
F and Hudson Soft (of Japan) ts 
already at it again. Bomberman 
Hero: The Rescue of Queen Milian (the 


by early screens, looks terrific, the B-man 
will be out on a mission to rescue the 
imprisoned Queen Milian. During his 
journey, he can pick up special parts to 
enhance his abilities in a variety of ways, 


an alien named Ed who gets thirsty in his 
travels, and then accidentally drops the 
mysterious (but thirst-quenching) canned 
liquid onto Earth. Havoc ensues, and 
mutations of plants and animals break 
out throughout the planet. Seeking to fix 
the problems that he created with this 
incident, Ed goes to work. 

If you've played Rayman before, you 
might know some of what to expect from 
Tonic Trouble (after all, they are made by 
the same guy). The game will have plenty 
of humor and personality, and the char- 
acter designs...well the character designs 
will be “inspired.” From the pictures, you 
can see that Tonic Trouble looks to have 
some very colorful (just like Rayman) and 
detailed graphics complete with real-time 
3D cutscenes. 

Those looking forward to this new 


DEVELOPER: Ubi Soft 


Japanese title) is getting set for a spring 
release overseas, and Nintendo just 
recently announced plans to bring the 


title to the U.S. later in the year. 
In this new adventure which, judging 
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from flying to going underwater and more. 
The Bomber Jet allows Bomberman to fly 
with a special dual-powered rocketpack. 
The Bomber Slider lets him snowboard 
and coast over dangerous surfaces on a 
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platformer may have to wait a little while 
longer. Although the release date is slat- 


ed for sometime in May, it is expected 
that it may end up debuting at E°, and 
then be released shortly thereafter. 


Regardless, keep your eyes on this one. 


RELEASE DATE: May 


special board. The Bomber Marine allows 
for underwater exploration, and the 
Bomber Copter attaches a propeller to 
the B-man’s head for some serious air 
action. Who knows what other enhance- 
ments lie in store for our explosive hero. 
Bomberman Hero looks more 
action-oriented than the often puzzling 
Bomberman 64, and the graphics seem to 
have been improved a great deal. No info 
is available on a Battle Mode yet, but you 
can bet your life that there'll be one 
included—after all, it is the staple of this 
long-running and now legendary series. 
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It's hard to believe that Nintendo has 
decided to jump back into sports 
simulations with such abandon. 


intendo’s second surprise 
Space World title is really 
shaping up nicely. As of press 

time, the game is about 90% 
complete. NBA Courtside is Nintendo’s 
latest addition to their Nintendo Sports 
lineup, and is being developed by a U.S.- 
based company called Left Field 
Productions (sounds like they might be 
better equipped to make a baseball title, 
eh?). Although recently Nintendo hasn't 
been known for their realistic sports 
games, such an announcement should be 
a welcome one to sports-starved N64 
owners who have been waiting too long 
to play a good hoops game. 

As is pretty much required of sports 
games these days, NBA Courtside 
features all of the official teams, players 
and stadiums from the NBA. Close to 
completion are Courtside’s nice polygonal 
graphics (complete with player faces tex- 
tured onto their heads) and particularly 
strong player animations (especially when 
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compared to ITZ ‘98). In 
fact, the players are much 
bigger than those found in 
most sports simulations, 
and all of them are mod- 
eled after their real-life 
counterparts. There's also 
a nice, wide range of player 
sizes so that you'll see big 
differences between 
different players. 

It looks like NBA 
Courtside will have plenty 
of depth and different play- 
er controls. Players will be 
able to do spin moves, 
special moves and more 
importantly, “post-up” moves—something 
that many basketball games don't have, 
or do very well. If Courtside manages to 
get this major facet of the game imple- 
mented well, it would be one of this 
game's distinguishing features. 

One of the biggest surprises with 
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As you can see, the players are well-detailed. Here's a shot 
of Shaq trying to block Gary Payton. 
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Nintendo Surprises Everyone By Jumping 
Onto The Hardwood Court 
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Courtside is that the game (so far) has 
some incredibly strong computer Al, 
believe it or not. Admittedly, it is hard to 
get a grasp of computer intelligence right 
off that bat, but regardless, this is defi- 
nitely a good sign (considering some of 
the Al problems with basketball games of 
late). There’s full play-by-play announcing 
too, and the crowd really gets into the 
action, something that has been notice- 
ably lacking from so many recent sports 
games, especially on the N64. 

While EA and other companies are 
sure to bring out lots of sports games, it’s 
good to see that Nintendo isn’t going to 
make N64 owners wait for some good 
sports games any longer than they have 
to. NBA Courtside is the result. 


Game Info : 


PLAYERS: 1 to 4 
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The Best Of Both Worlds? 


eleased in Japan a few 


the 64-Bit update of a fight- 
ing game that has previously 
enjoyed residence on the Super 
Nintendo. Rest assured, fighting fans, 
Flying Dragon is headed toward 
Nintendo 64 audiences in America. 


Acclaim Brings Another (Fake) Sport To The N64 


here are very few games that 

capture the style and technique 

of wrestling, and Acclaim hopes 
that their WWF WarZone will 


capture the essence of the sports and 
please wrestling fans everywhere. 
Taking full advantage of the N64’s 
multiplayer capability, up to four players 
can duke it out in this wrestling battle 
royale. There are 12 different, 3D WWF 


months ago, Flying Dragon is 


If anything, Flying Dragon is a very 
unique fighter in that it allows you to 
choose between two groups of fighters. 
You see, there is the normal group of 
fighters that might be in any game in the 
genre. The originality shines when you 
jump to the “SD” Mode of the game 
(Super Deformed). This second game 
mode offers big, cartoony versions of 
the same characters, albeit disproportion- 
ately shaped. But looks alone don't 
comprise the only difference between 
the two modes. 

In the SD Mode your characters can 
pick up items, thus powering them up 
and giving them new abilities and attacks. 
The “realistic” mode allows you to choose 
between 2D and 3D fighting mechanics. 
In the 2D Mode, for example, you can't 
sidestep attacks—instead, it reduces it to a 


wrestlers to control including Undertaker, 
Shawn Michaels and Bret Hart among oth- 
ers. Each character will have his own sig- 
nature wrestling style and even individual 
finishing moves designed to put plenty of 
variety inside the ring. If you get tired of 
using any of those characters, you can 
even create your own from scratch. This 
allows for a limitless pool of wrestling 
talent to do battle with in the ring. 
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2D fighter, with fancy 3D graphics. 

Sound interesting? We think so, and 
also hope that Flying Dragon backs up its 
uniqueness with great gameplay. After all, 
fighting games are a hard game to make, 
and even harder to get right. 


HAMKIKO 


Look at those big beefy wrestlers, ready 
to rip each other's heads off. Exciting! 


Plenty of different game modes are 
available including grudge matches and 
gimmicks such as the ladder and cage. 
Players can duke it out in Royal Rumbles 
or grudge matches complete with 
weapons and other wrestling fare. 

With player creation and plenty of 
game modes, this game appears to have 
all of the intangibles in place. Now, if 
Acclaim delivers the all-important 
gameplay, WarZone could put the 
competition on the ropes. 


After waiting for sports games, N64 
owners are being deluged with base- 
ball games. Can this one stand out? 


nevitably, one of the tough- 
est baseball diamond 
match-ups of the year will 
not be fought in a stadium, 
but rather in stores between Mike Piazza 
and Ken Griffey Jr.’s video baseball games 
on the Nintendo 64. Adding irony to this 
baseball contest is that some of the peo- 
ple that created the excellent 16-Bit SNES 
version of Griffey years ago are now at 
GT. Interactive hard at work putting the 
finishing touches on StrikeZone. 
Funny how the game industry works. 
With plenty of serious baseball simula- 
tions on the way on just about every con- 
sole platform, the makers of StrikeZone 
have opted to create a realistic baseball 
game with an arcade flavor. Their goal is 
to make a game that is easy to jump into, 
learn and play. Its fast-paced gameplay consists 
of plenty exaggerated elements such as super-fast 
pitches (in addition to the basic six pitches that 
consist of knuckle ball, curve ball, fast ball, sinker, 
change-ups and sliders), exaggerated plays, and 
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GT Interactive Calls Upon Piazza To Match 
Up Against Nintendo’s Griffey 
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incredible light-trailed hits and home 
runs. There’s even a few secret fea- 
tures and moves that can be found. 
If you have a Rumble Pak, the game 
supports it, allowing you to feel the 
crack of the bat, a slide into base 
and the slap of the glove among 
other things. The developers hope 
these twists will give their 3D base- 
ball game a uniquely fun swagger. 
And really, who can fault their think- 
ing? Lately, many “next-generation” baseball 
games have been way too stuffy and slow, 
making them a chore, not a joy to play. 
Eccentricities aside, StrikeZone will be packed 
with options to keep baseball purists happy. A 
Simulation Mode (in addition to Season, Arcade 
and Home Run Derby) will be included in the 
game that takes into account all of the factors— 
even the smallest of details—that usually affect a 
baseball game. For example, variable weather 
conditions and times of day will change the way 
the turf or grass field plays. Also, as superfluous 
as it might sound, the number of fans in the 
stands reflects what your team’s record Is. 
Lose a bunch of games, and kiss fan attendance 
goodbye. Doesn't really matter either way, but 


There’s plenty of different views (some automatic, others 
manual) that allow you to see the action from a variety 
of different perspectives. 


. 
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it's a nice touch, wouldn't you agree? 

Wanna-be general managers and statistic 
heads should have plenty to do in StrikeZone, 
especially since there are 50 different stat 
categories to browse. There are a variety of 
team management options that include full team 
drafts (create, trade, sign players) that allow you 
to create a team from scratch and even design 
your own logo for it. Then, of course you can 
save it all to a Memory Pak. 

Certainly, by adding arcade elements to a 
baseball simulation, StrikeZone ts attempting 
to cater to a wide variety of baseball tastes. 
Hopefully, when it’s finished, it will play well 
from both sides of the fence. 
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The First (And Perhaps Only) N64 Chess Game 


t's no secret that most chess Chess 64. Begin drooling now. 
games aren't the favorites of From what we've seen VC64 resem- 
most gamers (including us), bles Battle Chess with its unique chess 
but there are those people out pieces battling each other along with 
there who fancy themselves armchair their humorous animations. Instead of 
Strategists, or are just curious about sprites duking it out like in Battle Chess, 
this so-called “high-brow” game. For this one features nice polygonal graphics 
this reason, Titus is bringing us Virtual and multiple camera angles. 


Besides the nice-looking 3D graphics, 
the title also features Titus’ award-win- 
ning, chess-specific Al technology. You 
see, their Al automatically adjusts tts 
difficulty depending on the player it’s up 
against. If you're a novice, and make a 
few early dumb moves, the computer will —_ giving budding chess geniuses a 


change its strategy accordingly. It also good challenge. 

works vice-versa, of course. While we don’t anticipate a large 
This sort of selective computer “com- audience for this game, we hope that it 

passion” should work well to appeal to turns out to be good, as it is the only 

newcomers to the game while also chess game on the horizon for the N64. 


Game Info 
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RELEASE DATE: April 
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Wonder What Descent Might Look Like On the N64? 


ans of the PC and console title The system is deemed “up for loot,” and 
Descent will immediately find so bounty hunters and the scum of the 
F plenty of similarities between universe show up to rob the planet of 
that game and the Nintendo 64 any redeeming value it has left. Phew! 
version of Forsaken. What they might not You control one of 15 characters, each 
recognize is the game’s story, whatever with its own attributes and bikes. Take 
that’s worth—but here goes. control and fly through 15 different levels, 
An experiment gone awry sends a grabbing weapons and items and blasting 

shockwave tearing through the solar those who would stop your progress. frames-per-second, even though the 
system, leaving Earth a barren planet. Currently, the game moves at a brisk 30 levels are quite complex. By light-sourcing 


individual objects, Forsaken allows you 
to detect enemy shadows around corners 
by firing your weapon down corridors. 
There’s a lot of levels, and they include 
nuclear research facilities, ancient temples 
and bio-spheres. Inside you'll find yourself 
blasting through doors, avoiding traps and 
pitfalls and other obstacles to survive. 
Within the levels you'll find plenty of ene- 
mies that adapt to you. If that isn’t chal- 
lenging enough, there are also eight multi- 
player levels that support four players. 
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DEVELOPER: Acclaim Studios 


CONE Eee eNO 
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The home translation of Cruis’n USA 
was oft-criticized—hopefully the 
sequel will fare much better. 
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aking advantage of the fact 

that is was one of the early 

Nintendo 64 titles released, 
Cruis‘n USA sold phenomenal- 
ly well—over 1 million copies, in fact— 
despite complaints from gamers (and 
press) that the game was censored a 
bit from the arcade version, and was an 
overall disappointing conversion. Now, 
the sequel is well into development 
(it’s being handled by Eurocom, the 
folks behind Duke Nukem 64), and it’s 
on schedule for a June release (and 
uncensored, too!) 

The biggest improvement Cruis’n 
World offers over the first game is the 
ability to travel through various parts of 
the world. There are 14 different tracks 
located in places such as New York, 
Paris, Australia, Egypt, Moscow’s Red 
Square and even the Great Wall of 
China. These new tracks will be defined 
by plenty of different bits of scenery and 
a variety of obstacles that include 
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The Sequel to Nintendo’s Popular Racer 
Promises To Be A Better Arcade Translation 


Staircases and fire-spewing 
walls. And, of course, don’t 
forget the roadkill that 
became an unofficial symbol 
of the game. But even more 
unique to the Nintendo 64 
version (as opposed to 

the arcade version) is the 
inclusion of the new 
Championship Mode, which 
features all-new tracks that 
weren't in the arcade game. 
Other improvements over 
the original include tighter 
control, new tricks that can 
be done with your car (such 
as flipping it up on two 
wheels), smoother anima- 
tion, the ability to drift (which adds a 
ton to the gameplay) and—surprise, sur- 
prise—Rumble Pak capability. In addition, 
up to four players can race at once on a 
split-screen. Hopefully the game won't 
suffer from a significant drop in frame 


Four-player competition should add a lot of fun to this 
title, provided the game can handle it well. 


rate when this mode is being played. 
Fans of the original will surely want 
to check out Cruis’n World. At the very 
least, this one looks like it will be a 
much better arcade port than Cruis’n 
USA. Our only complaint with the unfin- 
ished version that we saw was that there 
was still a whole lot of pop-up on the 
tracks, but again, this is still an early 
version of the game. We're just a little 
cautious because this was one of the 
big problems in the original N64 game. 
Hopefully Eurocom will be able to 
clean things up a bit before the final 
release, because Cruis’n World looks 
like it is on course to offer a nice 
improvement over Cruis’n USA. 


PLAYERS: 1 to 4 
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Now, Play Soccer When It Counts 


hat’s this? Two FIFA games 

in one year from EA? Well, 
sorta. The second in the 
series isn't officially a FIFA 
game because EA wants to concen- 
trate solely on the World Cup compe- 
tition itself—hence the title “World Cup 
98.” So, aside from the slight name 
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The Classic 16-Bit Racer Makes A Triumphant Return 


t may have been a long time in 
coming, but Nintendo Is finally 
back in the garage working on a 
sequel to the smash hit Super NES 
racer, F-Zero was shown in playable form 
for the first time at Space World ‘97. 
F-Zero X features four racing circuits to 
race on—each having a variety of tracks, 
just like the first F-Zero. In fact, many of 
them come straight from the SNES game. 
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change, what are the other differences 
in this game versus EA’s last soccer 
game? Glad you asked. 

Although World Cup 98 essentially 
uses FIFA 98’s game engine, there are a 
host of improvements that help it stand 
on its own feet. Graphically, the players 
can perform new moves, and are gener- 
ally more detailed. For example, their 
jerseys are more representative of their 
countries. Also, as play progresses, their 
jerseys get dirtier—but that really only 
matters to detergent companies. The 
game’s artificial intelligence is also being 
improved, and if it happens to get too 
difficult, there is a handicapping system 
that will ease new players into action. If 
that’s not enough, there’s new CPU diffi- 
culty levels that should work well in tai- 
loring the game to the level of the player. 
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These layouts are superb, with big jumps, 
lots of twists and turns, special features 
and more. All of this is to be raced on 
with 30 different ships to choose from. 
Obviously, the best part about F-Zero X, 
though, is the game’s sense of speed. 
We're talking 60 frames of animation per 
second. Even the Two- and Four-player 
Modes are fast. Just like the SNES version, 
there are “zippers” on the tracks that send 
you 
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F-Zero is finally back, and with an 
awesome Split-screen Competitive Mode. 


With five different, fully fleshed out 
game modes, World Cup 98 is on track to 
provide a great soccer experience. But 
the question is whether or not you like 
soccer enough to buy a soccer game so 
soon after so many have been released. 
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RELEASE DATE: May 
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forward, and when you complete 


a lap, your craft gains the ability to 
“boost” at the expense of your power 
gauge. Fortunately, just after each lap 


can race over special bars on the 


track that will replenish lost energy. 

All in all, F-Zero X is shaping up to be 
a killer game and with a 64DD add-on 
already in the works, you can count on 
seeing this baby for a long time to come. 
The only problem? You'll have to wait until 


‘98 release for the U.S. release. 


RELEASE DATE: Fourth Qtr. 98 
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Even if it didn’t play well, All-Star 


Bite, dial 
Even i dit play well allstar Acclaim’s Series Of Gorgeous Sports Games 
een em Continues On To Our Nation’s Pastime 


S a result of the games 

they have released over 

the last year on the 

Nintendo 64, Acclaim 
has recently earned a reputation 
for having visually stunning sports 
games. NFL Quarterback Club ‘98, 
and NHL Breakaway '98 (to a lesser 
extent) wowed players with their 
high- and medium-resolution graph- 
ics, and it looks like All-Star Baseball 
‘99 could accomplish that same feat. 
Acclaim developer Iguana 

(Acclaim Studios) definitely knows 
their way around the N64 graphics 
hardware, and from early demos of 
All-Star Baseball, it’s easy to see that 
they're back to their old tricks. This 
baseball game is the only high-reso- 
lution one of its kind, and even far from 


the final product ships, those 


completion, it looks pretty good. Sure, it things should be ironed 
currently has its rough edges in the form out (hopefully). 

of frame rate drops, and occasionally Unlike Griffey and Strike 
some jittery animation, but by the time Zone, All-Star Baseball seems 


to really have its mind set on 
being a very methodical and 
accurate baseball simulation, 
(though we can’t say whether 
or not it will be better or worse 
than them at this time). How 


As is the case with Acclaim sports games, there will be 
plenty of useable camera angles. 


accurate might it be? Well, the developers different game modes consisting of a 
claim that there are over 500 different Home Run Derby and a Spring Training 
motion-captured animations (also, 100 Mode that sound rather interesting. That 
unique batting stances) that represent the is an addition to the season modes that 
players, many of which were recorded allow for full statistical tracking, and the 
from big-league names such as Colorado creation, trading and signing of players, 
Rockies’ MVP Larry Walker. Those might and even plucking them right out of the 
look pretty good on the hi-res canvas, eh? baseball farm system. There’s even some 
They should, and you can view them all end-of-season awards. Besides the World 
from a limitless amount of camera views. Series Pennant, that ts. 

Aesthetic intricacies aside, gameplay Of all the N64 baseball games we've 
options will be plentiful. During the action, seen in development, this one is visually 
there will be a variety of managerial the most impressive. Now, with sports 
strategies such as double switch, squeeze, games, that’s only a small part of the 
suicide and “bunt-and-slash” plays. In the equation. The big challenge is making it 
grand scope of things, there are seven accurate, and most importantly, fun. 
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n development now for well 

over a year, Angel Studios’ 

Major League Baseball 
Featuring Ken Griffey Jr. is 
looking better than ever. Recently shown 
at Nintendo’s Gamer’s Summit in Seattle, 
Griffey was (according to Nintendo) only 
about 40-50 percent complete. Still, it 
played like a nearly finished game, and 
it looked like one too. 

The game provides an arcade-style 
(read: fun) experience without sacrificing 
any of the things serious baseball fans 
want: full stat tracking, official player and 
team licenses, all 30 stadiums and most 
important—realistic, smooth play. 

Griffey features four different main 
modes of play: Exhibition, Season, World 
Series and Home Run Derby. In addition, 
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Nintendo Places Their Baseball Hopes 
Firmly Behind The Power Of Junior’s Bat 


there are three different skill levels to 
choose from, as well as multiplayer capa- 
bilities for up to four players. Of course, 
the game supports the Rumble Pak too. 
The first thing we noticed when playing 
Griffey was the extremely polished bat- 
ter/pitcher interface. The pitcher selects 
a target in or around the 
batter's strike zone and 
then chooses a pitch and 
unleashes. Sounds stan- 
dard, right? The innovation 
lies in the target cursor 
which slowly fades in and 
out of the screen—in sync 
with your pitcher’s heart- 
beat. As your pitcher gets 
tired, his heartbeat will 
decrease. It’s a unique fea- 
ture that works quite well. 
As for batting, you have 
complete control over your 
swing—the analog control 
stick provides for extremely fluid move- 
ment, allowing you to swing in just about 
any direction you'd like. Fielding is simple 
too. The four C buttons correspond to the 
four bases, making it almost impossible to 
throw to the wrong base by “accident.” 
Obviously, Griffey’s got great graphics. 
But what you don't see here is the amaz- 
ing animation, the lifelike crowds, the sta- 
diums and the realistic sounds. Some of 
the camera angles (particularly fielding 


DEVELOPER: Angel Studios 


Griffey on the N64 is a beautiful 
game that will only get better as 
it gets closer to completion. 


A few extra touches such as this ball light 
trail liven up Griffey baseball. 


ones) are just sweet too. You've definitely 
gotta see this one in motion. 

MLB Featuring Ken Griffey Jr. is due 
out on May 25, and right now it’s at the 
forefront of the Nintendo 64 baseball 
games headed our way (development- 
wise, anyway). Hopefully there won't be 
any more big delays, as this is one game 
sports fans aren't gonna want to miss 
(or wait longer for, certainly). 


RELEASE DATE: May 
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If anything, Iggy’s Reckin’ Balls is a 
unique type of racing game. That 
counts for something, doesn’t it? 


bit of a departure for 

Acclaim developer 

Iguana, lggy’s Reckin’ 
Balls is a quirky Nintendo 
64 game that combines racing and 
platform elements, then wraps them 
into a single cuddly package. 

It would be hard to argue against 
saying that this may be one of the 
weirdest racing games to come 
around in a long time. But there isn't 
anything wrong with a weird game, so 
long as it's fun—right? The goal of the 
game Is to pick one of eight different- 
faced balls (Iguana, Jack O’ Lantern 
and Space Alien among others), and 
reach the top of each track. Of course, 
it isn't as easy as just that. You have 
many other opponents who must be 
beaten by speedily using a grappling 


hook to pull yourself up to each subsequently 
higher platform of the vast 3D tracks. This 
hook isn't very visually becoming, as it quite 
literally sticks right out of the little ball’s head. 


Acclaim Rolls Out One Of The Weirdest 
“Racing” Games Yet 


Rest assured, this oddly placed 
hook is very useful as it can be 
used to grab and slow down 
your opponents, in addition to 
its navigational duties. 

If you like Reckin’ Balls, it’s 
likely you'll enjoy it for a very 
long time. This is because there 
are more than 100 different 
3D tracks set in 10 differently 
themed environments. Certainly, that should 
be enough to keep anyone busy for quite a 
while. These 3D raceways are complex, but 
simple to navigate—as long as you avoid the 
obstacles along the way. Obstacles? Yes, and 
plenty of them. Within each track there’s liable 
to be a scattering of transports, fans, springs 
and conveyor belts. Basically, everything that 
might make life miserable for a little bail with 


a face on it. And that, of course, would be you. 


The intention of Iguana is to make Reckin’ 
Balls a strong multiplayer title, and thus, plen- 
ty of options are available. There is a competi- 
tive Battle Mode (up to four players simultane- 
ously) with separate Battle Arenas. In these 
modes there are weapons such as freeze 
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The U.S. version of TGR will feature some vehicles not 
found in the Japanese version, and vice-versa. 
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bombs, reversing your opponent's controls 
and various projectile weapons that make the 
races very interesting. Additionally, there are 
also Team Combo and Time Trial Modes, and 
a Time Trial. Weapons such as freeze bombs, 
reversing your opponent's controls, and pro- 
jectile weapons make for some interesting 
races indeed. There are also a few fancy 
bonus levels and characters that can be 
opened up for us by accomplishing various 
in-game feats. 

Certainly, Reckin’ Balls has been one of the 
more quirky titles to come across the EGM 
offices lately. Although it is aimed at a young 
audience, it could very well appeal to every- 
one should it end up being a great game. 
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. inally unshackled from the 
I) dubious name of G.A.S.P 
Fighters’, Konami’s new 3D 
fighter has been renamed 
(definitely for the better) Deadly Arts. 
Details regarding this game are a 
little sketchy, and since we haven't 
actually gotten our hands on the game, 


Raising Game Violence To Limb-Ripping Heights 


we can't really give you a good descrip- 
tion of the gameplay. It is known that the 
backgrounds are interactive, and that 
fighters can be thrown through obstacles 
and pinned against walls and the like. 
Also we can let you in on a few of the 
more interesting things we know about 
Konami's mysterious N64 fighter. 

Once Deadly Arts arrives, it might be 
recognized as the title that makes fighting 
games more personal. This is because 
you can actually customize your fighter’s 
appearance ranging from his/her hair color 
and style right down to his/her height and 
weight. You can also train them in various 
styles of fighting, and then save all of these 
attributes to a memory pak. Might be 
pretty cool to make a character in your 
own likeness, as long as you or that fighter 
doesn't get the snot beat out of ‘em. 


DEVELOPER: Konami 


n an endless sea of me-too fight- little nook and cranny in the arena, and in 
ing games, Bio F.R.E.A.K.S. puts a fact most of the gameplay is based on it. 
rare and interesting twist on the You can fly up and land on high ledges, or 
fighting genre. just duke it out on the ground like other 
Eleven 3D, spacious arenas featuring fighting games. Also, some of the environ- 
flashing lights, dangerous traps and multi- ments are dangerously interactive. For 
ple platforms serve as your fighter’s battle- example, you can push your opponent into 
grounds. Although most games have 3D giant shredders embedded in the walls of 
arenas, very few interact as such. This a certain arena. 


game allows you to run throughout any 
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There’s a variety of characters 


DEVELOPER: Saffire 


00° 22" 80 


The N64 is in dire need of a good 


fighter, and with the great pedigre 


e 


Konami has had over the years, there’s a 
good chance Deadly Arts could finally 


give the system a quality brawler. 
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Let it rain...red. Bio F.R.E.A.KS. is 
bringing game violence to a new level. 
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available, and their weapons consist of the 
usual suspects—projectiles, guns, grenades, 
heat-seeking missiles, kicks and punches. 
They also, however, have the power to 
mutilate. During fights, you can rip your 
opponent's arm or leg off, and then watch 
blood pour out of the freshly created 
wound. Plenty of entertainment for the 
whole family, eh? 
Violent and innovative, Bio F.R.E.A.K.S. 

is the kind of game that could earn a place 
in the heart of any fighting game fan. 
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Screen Shown is from Arcade Version 


When everything is said and done, 
NFL Blitz will be the second Midway 
sports game to invigorate arcades. 


idway has really had an 
uncanny knack for 

( j bringing out awesome, 

ground-breaking sports- 
action games, and NFL Blitz is the 
last of their titles to fall into that cat- 
egory. Even better, a translation of 
the game is well on its way to the 
Nintendo 64. 

NFL Blitz is one of the few, 
precious games that appeals to 
sports fans and haters alike. When 
the arcade game arrived in EGM’'s 
offices, productivity in the office 
dropped to new lows, as everyone 
was lining up to get a shot at the 
game. So why is Blitz so popular? In 
Short, it takes the complex game of 
football and distills it into its basic 
elements. It takes passing, running 
and defense, and adds exclamation points 
to it in the form of incredible hits, bone- 
jarring tackles and over-the-top perfor- 
mances. There is no methodical 
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Screen Shown is from Arcade Version 
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~ PUBLISHER: ‘Midway 


The Sports Game That Rejuvenated Arcades 


Comes Home To Roost On The N64 
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Screen Shown is from Arcade Version 


drives to churn over Ist in 
10s. Instead, it’s big play after 
big play that must convert Ist 
and 30s! But don’t worry, 
there are plenty of weapons 
available that will let you easi- 
ly convert those seemingly 
gargantuan chunks of 

yardage. Double passes, later- 
als, crazy, wicked moves are all 
part of the repertoire, but aren't necessari- 
ly needed for victory. And even if you 
don’t win, you can quite literally get 
almost as much satisfaction from losing a 
game, just so long as you viciously tackle 
the guy doing the end-zone celebration. 
And then get up and do it again, and 
again. You get the idea. 

Fortunately, the makers of the N64 incar- 
nation of NFL Blitz aren’t going to change 
a thing—unless they are forced to because 
of the console’s hardware limitations. 
Right now, Midway Is striving to give the 
game medium- or even high-resolution 
(like the arcade) graphics, but they will 
only do so if it doesn’t take away from the 
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Screen Shown i is from Arcade Version 


These are arcade shots; N64 screens weren't available at 
press time. It isn’t certain if the N64 Blitz will be hi-res. 


game’s frantic pace. After all, what would 
Blitz be without speed? 

What will definitely grace the Nintendo 
64 version are a few extra options that 
should accentuate Blitz’s gameplay, but 
not significantly change it. A Season 
Mode will be one of the new additions 
that allow you to use the NFL 1998 season 
with your favorite team. Also, there will 
be different weather conditions in addition 
to the ability to choose between day or 
night games. 

Frankly, we're excited about the 
prospects of an N64 Blitz, and if Midway 
does the translation of the game right, 
we're pretty sure you will be too. 
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UNDER CONSTRUCTION 


A LIST OF UPCOMING GAMES ANNOUNCED FOR THE NINTENDO 64 


April 1998 
1080° Snowboarding (Nintendo) 


Clay Fighter Sculptor’s Cut (Interplay) [Blockbuster rental only] 


Mystical Ninja Starring Goemon (Konami) 
NBA Courtside (Nintendo) 
Rampage: World Tour (Midway) 
Virtual Chess 64 (Titus) 


May 1998 
All-Star Baseball ‘99 (Acclaim) 
Deadly Arts (Konami) 
Forsaken (Acclaim) 
Iggy’s Reckin’ Balls (Acclaim) 
Mike Piazza’s StrikeZone (GT Interactive) 
MLB Featuring Ken Griffey Jr. (Nintendo) 


June 1998 
Banjo-Kazooie (Nintendo) 
Bust-A-Move 2 (Acclaim) 
Flying Dragon (Natsume) 

Mortal Kombat 4 (Midway) 
Off-Road Challenge (Midway) 
Quest 64 (T*HQ) 
Superman: The Animated Series (Titus) 
World Cup 98 (EA Sports) 


July 1998 
Cruis‘’n World (Nintendo) 
Robotech: Crystal Dreams (Take 2) 
WWF Warzone (Acclaim) 


Third Quarter 1998 
AcclaimSports Soccer (Acclaim) 
Bio F.R.E.A.K.S. (Midway) 
Buck Bumble (Ubi Soft) 
Caesar's Palace (Crave) 
Earthworm Jim 3D (Interplay) 
F-Zero X (Nintendo) 
Gex: Enter the Gecko (Crystal Dynamics) 
Jest (Ocean) 
LastLegion UX (Mindscape) 
Milo’s Bowl-A-Rama (Crave) 
Mission: Impossible (Ocean) 
NFL Blitz (Midway) 
Space Circus (Ocean) 
Tonic Trouble (Ubi Soft) 
Turok 2 (Acclaim) 
Twisted Edge Snowboarding (Midway) 
UEFA Soccer ‘98 (Ocean) 
VR 3000 (Ubi Soft) 
Wetrix (Ocean) 


Fourth Quarter 1998 
Andretti Racing (EA Sports) 
Blades of Steel II (Konami) 

Bomberman Hero (Nintendo) 

Castlevania 64 (Konami) 

Cats & Rats (Mindscape) 
College Basketball (Z-AXIS) 


Conker’s Quest (Rare) 

Duke Nukem: Time to Kill (GT Interactive) 
Extreme-G 2 (Acclaim) 
Groundwave (Cyclone Studios) 
In-Fisherman’s Bass Hunter 64 (Take 2) 
International Superstar Soccer 2 (Konami) 
Knife Edge (Kemco) 

Legend of the River King (Natsume) 
The Legend of Zelda: The Ocarina of Time (Nintendo) 
Looney Tunes (Ocean) 

Madden NFL 99 (EA Sports) 

Mega Man 64 (Capcom) 

NBA FastBreak ‘99 (Midway) 
NBA Jam ‘99 (Acclaim) 

NFL Quarterback Club ‘99 (Acclaim) 
Off-Road Challenge (Midway) 
Quest for Camelot (Titus) 
Rugrats (T*HQ) 

Rush 2 (Midway) 
SimCopter 64 (Maxis) 

Ultra Lode Runner (Big Bang) 
V-Rally 64 (Ocean) 

VR Pool 64 (Crave) 
Wayne Gretzky's 3D Hockey ‘99 (Midway) 
WCW Nitro (T*HQ) 


Announced Titles: 1998 and Beyond 
Body Harvest (DMA Design) 
Bottom of the Ninth '99 (Konami) 
California Speed (Midway) 
Carmageddon 2 (Stainless) 
Command & Conquer 64 (Virgin) 
Daikatana 64 (ION Storm) 
Dear Blue (Konami) 
Donkey Kong 64 (Nintendo/64DD) 
Dragon Storm (MGM) 
Earthbound 64 (Nintendo/64DD) 
Freak Boy (Virgin) 
Gauntlet 64 (Midway) 

GTI Club (Konami) 

Harrier Jets (Video System) 
Harvest Moon 64 (Natsume/64DD) 
Hybrid Heaven (Konami) 
Hyperdrive (Midway) 

Kirby 64 (Nintendo) 

Lego Racers (High Voltage) 
Mario Artist Series (Nintendo/64DD) 
Nuclear Strike (T*HQ) 

Rakuga Kids (Konami) 

Road Rash (T*HQ) 
Shadowman (Acclaim) 
SimCity 64 (Nintendo/64DD) 
Space Station: Silicon Valley (DMA Design) 
Super Mario 64 2 (Nintendo/64DD) 
Super Mario RPG 2 (Nintendo/64DD) 
Thornado (Factor 5) 

Tiger Woods and the PGA Tour (EA Sports) 
Unreal (GT Interactive/64DD) 
World Grand Prix (Video System) 


All game names are current working titles as of March 1, 1998 and are subject to change without prior notice. Some dates 
may be different from the dates in the Previews section as a result of last-minute changes (in which case the dates here are newer) 
This list was compiled by Scott McCall of Guide 64. (Check it out on the ‘net at http://members.aol.com/capscott/) 


at readers are saying about 


GAMING MONTH. 


Mes —_ oS : ae Nintendo**+ PlayStation * Saturn © Super NES « Gengpis 9 “Arce ——_. 
Awesome and keeps 7 | 


the business...” / ] 


“GM is the ne BEST v ideo | 


| | pane ae has the 


Wem Blasto « Cruis’n World « Bio FREAK: 3, 
“MeRoad Rash 3 De Banjo Kazooie * Quake 647 


: 6 our, sagen. : | 
-_ 


7 Riche A BB Return Fire = NBN'Shoot Out, 98) 
Multiperson Reviews! 
> The First with Big Gaming News! 
The Latest Gaming Gossip! 
we 1roday or a) Exclusive Previews! 
| By it on Newsstands! ma» Cool Tricks for all Game Systems! 


pilates 


slay 


epueuwiy >IMeN ABB ' QU} POVOWY JO OPUBUIN 9G6G1O ‘Du POVaWy JO OPUaUINY JO SyseWApR ale OBO) ..N, G-E 84) PUL pO OPUAyUIAY ‘panasay syybiy jiy 


‘ 1LY3-qoy hubom fi93D >1jueuy 333-O OU} “JUBWUIEYAJUZ WIE|DDY 8661 © 'F © “OU| ‘JUAWUIEWA}UZ WIEJDdY JO UOISIAIP B SI WIR|QdY “DUI ‘JUBWUIYA}UZ WIE}Ddy JO SyseWapes) ae joa!ay) 


SSSUAY!| JOUNSIP BY) PUL UIBIBY SIBJOBIEYO JAYJO jy ‘PeMuasey SyYHIY IIy ‘9U) “JUBWUIEYA}UZ WIEDY 8661 © ¥ a.STIWE NINOIY S.ADDI 


}OU'WIeJOOe'MMM 


yg OON3ZLNIN 


jS4D}2C10YD 321395 JO speo; snjid spuaiay jesiszyds 
siy jO g pue ASS] yim Suims pue yseid ‘yseuis « 


j2pow 226unq wed) Z-uo0-Z pue jje 10) 2245 
Adkeid-y Suipnjou: Aejd yo sopow pm fF 


jS21W2UD [IAD pue suodedm uUopply ‘si0};eN2]2 
‘s10}eje3s2 ‘sdoo; ‘syjed 321325 ‘syndj10Ys Jo suo} 
Y3IM-SYIC1} HSULADMO} OOL 42NO JO do} 34} 0} DoeYy « 


*uo1j2e Suises ped1349A A2ZAeId H-|1 


*JUIOF 2Y} 4224 PUY 

‘ajddei5 puy 
‘y4SI4 puy ‘a2un0g puy © 
‘2205ung puy °2: 


= — «ae 


& 


‘ 


“eater 


a 
i 


a> 


PlayStation 


‘MIDWAY 


www.midway.com 


TM 


c the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the 3-D “N’s 
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